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Once upon a time, the world was cruel, and there was a witch who knew it well. And so, 
she sold her heart away and built a house in the woods where the world could never 
find her. 


At first she would let no one into her fortress. But in the long march of days, a strange 
thing happened: in her own cold and spiteful way, the witch made a friend... and then 
another... and then several more, until her house was teeming with colorful faces and 
complicated lives. 


The house would come to be known as Yazeba’s Bed & Breakfast, and it would last for a 
very long time. 


While it’s hard to say whether there’s any one particular day that’s best for running away from 
home, if forced to choose, one would probably say the 15th of September would be as good a day as 
any. But on the other hand, to the mud-soaked and waterlogged girl stumbling through the woods, 
the fifteenth didn’t feel particularly good for anything whatsoever. 


After all; it was her birthday, and nothing good had ever happened on it before. 


In the rainy damp woods, full of rainy damp thoughts, the girl wove past a broken-down wooden 
gate in an old stone wall without even taking notice of either. She did notice the house beyond them, 
though, and might have hesitated a moment if not for a sudden peal of thunder. A little bell chimed 
as she stepped inside, boots stomping against the small welcome mat, ignoring all the signs on the 
front door except for the words Bed & Breakfast. 


The house had a cheery little lobby, which looked more or less like a living room with a big polished 
desk plopped down against the far wall. A tired-looking young man (his nametag read “Sal (Night 
Porter)”) awoke abruptly from a snooze behind it, and squinted at her. 


“Agh! What? How did you get in here? Who are you?” 


The girl fidgeted, suddenly nervous. “I opened the door. And my name is, uhh... Gertrude.” She said, 
and over the course of the sentence, it became true. 


“What do you want?” Sal asked, surreptitiously closing a pocket-sized notebook that was laying out, 
which Gertrude(!) couldn’t help but notice was crammed with what looked like song lyrics. 


“Umm, well... this sign said this is a B&B, right? So I was thinking, maybe I could stay here fora 
couple nights? I have some money here with me...” Gertrude shuffled through her pockets, trying to 
find her wallet. Oh no oh no, where is it— 


“No vacancies. Sorry, kid.” Sal tapped ona sign which Gertrude swore wasn’t there a moment ago. 
Gertrude’s eyes opened wide, and she felt something in her heart snap. 


“Are you sure? Is there anything I can do? I don’t know, | just—” 


Sal rolled his eyes, and leaned back in his spinny chair, getting ready to go back to sleep. “Go home, 
kid.” 


Gertrude stiffened, and Sal noticed the overburdened backpack and mud-stained jeans. 


“Mmm, okay. I might be able to find somewhere for you. I’ll need to check with the concierge in the 
morning, and the concierge might need to check with Yazeba, and Yazeba might say no, but we'll get 
you out of the cold, at the very least. There’s some spare linens and a comforter in the laundry 
room.” 


Gertrude unclenched her fists for the first time in days. “Thank you. Thank you so, so much.” She 
paused for a moment. “Who's Yazeba?” 


Sal smiled, and grabbed one of a seemingly-endless series of keys off of the back wall. “You’ve got a 
lot to learn, kid. But it’s late. I’m sure someone will explain everything to you in the morning.” 


And that is the story of how Gertrude came to live atop the dryer in the laundry room at Yazeba’s 
Bed & Breakfast. 


Welcome to Yazeba’s Bed & Breakfast 


The House 


Once upon a time, the world was cruel, and there was a witch who knew it well. And so, she sold her 
heart away and built a house in the woods where the world could never find her. 


At first she would let no one into her fortress. But in the long march of days, a strange thing 
happened: in her own cold and spiteful way, the witch made a friend... and then another... and then 
several more, until her house was teeming with colorful faces and complicated lives. 


The house would come to be known as Yazeba’s Bed & Breakfast, and it would last for a very long 
time. 


Mysteries of the Bed & Breakfast 


On the front door of Yazeba’s Bed & Breakfast, there is a sign which reads: “No soliciting, 
trespassing, romancing, snooping, snitching, or unnecessary smalltalk welcome.” Yazeba reserves 
her temper for those she catches violating these rules. 


Underneath that sign is a second, smaller sign which reads “Room For Everyone.” 


It is always September 15th inside the Bed & Breakfast (even if it’s summer, spring or winter 
outside). September 15th is Yazeba’s favorite day of the year. 


Yazeba’s Bed & Breakfast is in many places at many times, but it is most frequently near the cozy 
village of Sleepytown, somewhere on the East Coast. 


No one’s really sure what year it is, and no one has bothered to check because they don’t have cell 
phones. 


Every room is always next to every other room. No matter what we've said in the past about the 
layout of the Bed and Breakfast, the floor plan is always convenient to the matter at hand. 


The Bed & Breakfast is both quaint and sprawling, with enough rooms that it can always 
accommodate any number of guests—except Gertrude. 


Dramatis Personae 


Gertrude. 


Sal. 


Hey Kid. 


Parish. 


Amelie. 


Yazeba. 


The Moon Prince. 


Assorted Guests. 


A teenage girl who ran away from home, and (at the moment) sleeps atop 
the dryer in the laundry room. She is kind and insecure, quiet and capable 
beyond expectations. 


A weary young adult who once studied to be Yazeba’s apprentice, before 
leaving magic behind. Now he works as the night porter, but hopes to 
someday become a rockstar—although it’s not clear how he’s going to get 
there. 


Abandoned on the front door as a baby, they grew up amid the chaos of the 
Bed & Breakfast. Now they’re a delightfully rambunctious devil-child, who 
causes disaster wherever they go. 


Once a gallant knight, cursed by a wicked wizard to take the form of a frog. 
Now he’s the Bed & Breakfast’s head (and only) cook, but he’s still a 
courageous hero at heart. 


A robotic maid acquired by the Bed & Breakfast. They are the meticulous 
housekeeper constantly struggling (and failing) to keep the Bed & Breakfast 
tidy. They’re still parsing out who they’re supposed to be. 


The owner of the Bed & Breakfast, a cold and heartless witch with no 
patience for mirth or chicanery. She is far too busy with witchy business to 
show up here, though that may someday change... 


Far away, in the palaces of the Moon, a young prince stares out their window 
and dreams of other worlds. They have never been to Earth, or the Bed & 
Breakfast, though that may someday change... 


There are many guests at Yazeba’s Bed & Breakfast, from the helpful Rabbits 
In The Garden Who Wear Little Outfits to the nefarious villain 
Rag-And-Bones. We can meet them later! 


Getting Started 


Overview 


Yazeba’s Bed & Breakfast is many things. It’s a bed and breakfast, of course, but it’s also this book 
right here. And this book is a book, of course, but it’s also a role-playing game—the sort of game we 
can play with our friends around a table, or on a call while hanging out, or even very, very slowly by 
mail. 


Like the Bed & Breakfast itself, this book can seem sprawling at first, but will become cozy once 
we've taken a little tour. We don’t need to memorize the entire layout to start playing—in fact, many 
parts of Yazeba’s Bed & Breakfast will be off limits at first. We can explore the B&B’s many secrets 
after we've settled in. 


If you are the Concierge, the caretaker of this book, you'll only need to acquaint yourself with the 
cast and with the flow of play (as outlined here) to be able to confidently guide your friends into the 
B&B for the first time. 


To start playing Yazeba’s Bed & Breakfast, we'll pick a Chapter and read its rules. Those rules will 
tell us what supplies we need, the emotional tone of the Chapter, and how we can go about entering 
it. 


Each Chapter stars specific Characters. Usually they’ll be the long-term Residents of the Bed & 
Breakfast, but sometimes a Chapter will also call for one of the Guests. We'll need someone to play 
each Character named by the Chapter, and once those roles are filled, everyone else can choose any 
Unlocked Character. You can even play multiple Guests at the same time, if you’d like! 


When we Play, we make decisions for our Characters, represent them and their desires, and explore 
how they behave in a Chapter. We can speak as them (if we’d like to), and describe what they do. Our 
Characters do Bingos and Whoopsies to show off their strengths and indulge in their weaknesses. 


Characters 


Residents 


Residents are always around. Most Residents have jobs at the Bed & Breakfast, although a couple of 
them seem to mostly just hang out, and not everyone with a job is a Resident. Yazeba’s Bed & 
Breakfast is first and foremost a story about the Resident’s lives, their triumphs and tribulations, 
and the way they grow alongside each other. 


Whenever we play, it’s likely that we’ll swap between Residents from Chapter to Chapter. We 
shouldn't worry about playing a Resident precisely the same way another player did; everyone will 
bring out different facets of a Resident, and all of them are equally authentic. 


It’s a lot of fun to share Residents, and mix up which Characters we play. When we give a Character 
to someone else, it gives that Character a chance to grow in new ways, and when they return to you 
they’ll have learned so much. 


When we first arrive at Yazeba’s Bed & Breakfast, there are six Residents living there (including 
Gertrude, who has only just started sleeping in the laundry room), but it’s possible that there are 
other Characters out there looking for somewhere to call home. 


Guests 


Guests also stay at the Bed & Breakfast, but they don’t spend as much time at the center of it. Guests 
support the business, participate in the same sort of events, and grow all the same—they’ve just got 
other things going on in their lives, and another home, somewhere else (even if “somewhere else” 
means “beneath the garden”). They’ll come and go as we play. 


When you want to play a Guest, you can play one at a time, or an entire crowd at once. To play more 
than one Guest, take all of their sheets and give each of them a small amount of your focus, taking 
care not to overshadow the other players. If the Chapter hands out resources like Chaos Coins or 
Tokens, you can track them separately for each Guest or have them all share—whichever seems like 
more fun. 


You can even split a Guest amongst multiple players, if you’d like. Some Guests are an entire crowd 
by themselves! 


The Concierge 


If you are the owner of this copy of Yazeba’s Bed & Breakfast, you are the Concierge. As Concierge, in 
addition to being a player just like everyone else, you're also responsible for keeping track of all the 
papers, showing new players their way around, describing the ins and outs of the world, and 
making sure the Bed & Breakfast is somewhat neat and tidy. 


As Concierge, you are the game’s guide. Give the rules a read-through so you can explain how the 
Bed & Breakfast works to your fellow players. If anyone needs help picking a character or Chapter, 
you're the best person to give them advice. 


As Concierge, you are also the narrator. You'll read (or delegate reading) the snippet of narration 
that precedes every Chapter, and you'll fill in descriptions and events whenever the other players 
seem unsure. 


Finally, as Concierge you are the bookkeeper. You'll supervise us when we place stickers to make 
sure they end up in the right places, and when we’re done for the day you'll hold on to all of the 
sheets and cards and tokens and coins for next time. 


Character Sheets 


Every Character at the B&B who can be played is represented by a Character Sheet, which quickly 
tells you about them and suggests some actions they might take in any given Chapter. 


What’s written on a Character’s sheet is not everything there is to know about them, and nothing 
written there is immutable. Everyone has days and situations where they behave surprisingly, and 
everyone grows and changes. 


Identities 


Every Character has a name and some pronouns. We can also find little illustrations of the 
Characters throughout this book. If we want to play that Character with a different name or 
pronouns, we can simply do that. We can also imagine our characters looking any way we choose! 
The illustrations are there for inspiration. 


Facts About Me 


Most characters have a few quick facts to introduce them. 


There’s more, but not in this ashcan! 


Bingos & Whoopsies 


Everyone has Whoopsies, moments when they’re not at their best. A Whoopsie is a bad habit, an old 
fault, or something that sets a Character back on their path. Whoopsies often cause problems, or at 
the very least make things messier and more tangled for everyone. On the rare occasions when 
Whoopsies solve problems, they solve them the wrong way. Whoopsies are personal, and one 
Character’s Whoopsie might be another Character’s strength. 


Everyone has Bingos, moments when they get to fully assert who they are. Whenever you get a 
chance to do a Bingo, it means you're able to demonstrate that Character’s ability to play to their 
strengths, pull off something no one else can, or use their skills to solve a problem—or at least make 


a situation a bit more under control. When a Bingo causes a problem, it’s the right problem to have. 
Bingos are personal, and one Character’s Bingo might be another Character’s failing. 


When we look over someone’s Character Sheet, we can find their Bingos and Whoopsies listed 
there. Sometimes Chapters, Journeys, or whatever else we have lying around can give us new Bingos 
and Whoopsies. If you can find it, and it feels right, you can use it. 


Doing a Bingo or a Whoopsie will usually cause something to happen that moves the story forward, 
as defined by the rules for each Chapter. 


Journeys 


Every Resident and almost every Guest has a Journey, which outlines how that Character can grow 
and change over time.Every Character’s Journey is different, and they can range from “working ona 
new song” to “learning powerful magic” to “getting out of bed each morning.” Think of a Journey as 
that Character’s direction—what they’re struggling to get done, what they’re working on long-term, 
and where they hope to someday get. 


Picking Chapters 


Every time we come together to play Yazeba’s Bed & Breakfast, we're going to play through one or 
more Chapters and the Housekeeping afterwards. Most Chapters should take about 60-90 minutes 
to play. Chapters can be played and even replayed in any order. The longest Chapters can be found in 
the back of the book. 


Each Chapter tells a stand-alone story, while also fitting into the greater tapestry of Yazeba’s Bed & 
Breakfast. It’s totally okay for new players to hop in for just one Chapter, or for someone who usually 
plays to miss some Chapters because they’re busy or not in the mood to play. 


There are many Chapters inside this book, although many of them are Locked at the beginning. 
There are more Chapters elsewhere in the world—in other books, on the world wide web, or even 
hidden away between these very pages... 


If we can find a Chapter, and it’s not Locked, we can play it. That’s still a lot of Chapters to choose 
from! If we want to narrow that down, it’s helpful to look at a list and pick a Chapter based on the 
name we think sounds most exciting, or fits our mood. 


If we’re playing in person, another useful way to narrow down what Chapters we might play is to 
look at what physical materials we have available. If we have a deck of playing cards, we can play an 
Eerie Chapter, and if we don’t, we can’t. We'll need a bunch of coins for Chapters in the Frantic Mood, 
and some kind of Tokens and scrap paper for Relaxed and Pensive Moods. 


Playing Yazeba’s Bed & Breakfast 


Playing Chapters 
The Story 


Characters 


Each Chapter calls for specific Residents. Those Residents form the emotional throughline of the 
Chapter. As long as every Resident named by the Chapter is represented, everyone can play whoever 
they wish—the Chapter will give a suggestion about who might be a good fit, but it’s just that: a 
suggestion. 


Some Chapters will mention Guest Stars—Guests who must show up in the Chapter no matter what. 
Extremely rarely, a Chapter will mention other limitations, such as how many people may play or 
specific other roles unique to that Chapter. 


Introduction 


Every Chapter opens with several paragraphs of prose that set the tone and open up the Chapter. 
The Concierge reads these paragraphs out loud to start play for the Chapter. Anyone playing 
Characters mentioned in the opening can read their Characters’ lines out loud, if they’d like. 


Chapter Rules 


Sections 


The mechanical parts of each Chapter are divided into sections, indicated with a subheader. These 
sections will tell us what special rules are in play during that Chapter, what extra Bingos and 
Whoopsies we might have, and how the Chapter inevitably ends. They’ll also have plenty of other 
information besides—Tracks, Checklists, outfit options, menus, and all sorts of other materials can 
be found inside a Section. 


We should read through all of the Sections as a group before we start playing, at least enough that 
we have a gist of what’s going to happen in the Chapter. If a Section is addressed to a specific 
Character, only that Character’s Player has to read the Section. 


Tracks 


Tracks can take all sorts of forms; they can be straight or round or disguised as something else, but 
they’ll always have a number of segments waiting to be marked. The Section in which a Track 
appears will explain when to fill in its segments, and what to do when it fills all the way up. 
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Lists 


Lists are checklists of items, activities, people or things that can be found in various Sections 
throughout the Bed & Breakfast. The rules will tell us what to do with them or what happens when 
we engage with them, but frequently we'll be checking them off, crossing them out, or adjusting the 
list ourselves. 


Hey Kid's Advice Corner 
by Hey Kid 


[an official-looking sign on top of the page] 


Protocols for Safety at Yazeba’s Bed & Breakfast: 


1. Inthe event of fire, be it magical or mundane in nature, exit the Bed & Breakfast and place 
this book under cold water. There is a sign pointing to the nearest fire exit visible from your 
room. 

2. Under no circumstances should anyone touch the mirror in the attic. In the event of the 
disturbance of the mirror, proceed 


the rest of the sign has been ripped off or covered up. all the 
ther pages in this spread are covered in hey kid’s drawings] 
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oO 


About Playing 


There’s no wrong way to have fun playing a game. Don’t worry if some piece of paper somewhere 
disagrees with you. Don’t worry if you feel like you don’t know what you’re doing! I just make up the 
rules as I go along, and if it’s a fun game it’ll still be fun. 


About Rules 


All rules are the same. Even the rules in this book are just like bedtimes or calendars. You can just 
ignore them if it makes you happy. 


About Home 


The B&B is my home! I hope it can be your home too. When you’re home, you deserve to feel safe. 
No one can make you do something you don’t want to do. Even if a nasty grownup tries to make you 
take a bath, you can just leave! 
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About Take-Backsies 


If you have an idea and then realize later that you don’t like it, you can always do take-backsies. If 
someone says something you don’t like, you can ask them to do a take-backsie also! 


About Bumps & Bruises 


Sometimes when I’m playing a really fun game I like to scream and wail and bang around. But if I 
actually get hurt, then the game stops. If I seem grumpy or sad, I might be actually angry—but 
maybe I’m playing pretend! Either way, it’s nice when people check in to see if I’m still having fun. 
Even if I’m okay, it’s good to know they care. 


About Indoor Voices 


When I play games | like to be really loud because I have a lot of good ideas. Other people are more 
quiet or take more time to say their thoughts. Less loud people have a lot of good ideas, too, so I try 
to use my loudness to make sure everyone else hears them. 


About Cooties 


Lots of things have cooties. Sometimes I know why something makes me uncomfortable, but 
sometimes | don’t. If | don’t want to be around something, | tell my friends and they help keep it 
away from me. I don’t have to explain why I don’t like it. 


About Other Safety Tools 


Sometimes I like to feel extra safe when I’m nervous or in new places. I’ve seen a bunch of cool stuff 
on TV, including the X-Card, Lines and Veils, Script Change, and other safety tools. If you want to feel 
super extra secure, or you're playing with strangers you don’t know that well, these can help too. 
You can look them up on the World Wide Web! 
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Housekeeping 


Journeys 


Almost everyone has a Journey, from little kids to ancient witches. Journeys represent the path that 
Character is going down, their goals, and where they hope to someday reach. A Journey can be about 
dramatic self-reflection, an exciting new project, or just little moments that string together into 
growth. 


Most Journeys have a Track or a List, just like you’d encounter in a Chapter. After a Chapter, if your 
Journey has a Track, take any leftover Tokens, Chaos Coins, or Omen Cards and put them into 
it—filling in one segment for each spent. During or after a Chapter, if you realize you accomplished 
or acquired one of the items on a Journey’s List, check it off. 


If your Journey doesn’t have a Track, you can spend your leftovers on a Track from the Appendix of 
Assorted Tracks (pg. XX). 


A Journey will tell you what to do once you complete it. This might involve some sort of gift to the 
Bed & Breakfast, new Bingos or Whoopsies for the Character, or just a little emotional moment the 
next time they’re played. It will then tell you how to replace the Journey. When that happens, just 
find the relevant Journey-shaped sticker and paste it onto the Character Sheet, right over the old 
Journey. 


If we don’t have the right sticker—maybe we don't own it, or we lost it somehow, we can go to the 
List of Journeys starting on page XX and copy down the information, taping it over the old Journey 
on the Sheet. 


Long-Term Developments 


Shelves 


A Shelf is an empty space that can hold Mementos we receive from our adventures. Any time we fill 
a row of a Shelf with Momentos, we'll follow the directions associated with it, often Unlocking new 
Characters and Chapters to play. 


Some shelves belong to a Character, or otherwise connected to them, and filling out that shelf might 
change that Character’s Sheet. Other shelves are located in the common spaces of the Bed & 
Breakfast, and might Unlock new Guests, Chapters, or even other Shelves. 


In addition to being on the walls of the Bed & Breakfast, you can find two Shelves in this document. 
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Mementos 


Mementos are little trophies, and reminders from our adventures together. They can look like 
anything—a jar of fireflies, a raven’s feather, or even a carrot. Mementos are represented by small 
stickers you can put in the Bed & Breakfast Rulebook (or the accompanying Ledger, if you have one). 


The most common ways to acquire Mementos are by playing Chapters or by completing a 
Character’s Journey. Whenever a Chapter comes to a close, we'll check to see if we earned any from 
the Chapter or our Journeys. Then we’ll pop them onto a Shelf—although some Journeys might 
snatch them up instead. 


Circles & Squares 


Common Mementos are printed on square stickers, and can only fill square Nooks, while rarer 
Mementos are printed on circular stickers, and can only fill circular Nooks. Only the last few 
Chapters (and the least common Guests) are Unlocked with Circular Momentos. Make sure the 
shape of the Memento matches the shape of the Nook! 


There may be other, stranger Mementos with shapes that sticker science has not yet discovered. If 
you find one, use your best judgment about how to document it. 


Clutter 


Because we can replay our favorite Chapters as many times as we like, eventually our supply ofa 
Memento might run out: perhaps The Rabbits Who Live In The Garden And Wear Little Outfits have 
been very busy and you’ve run out of carrots, If that happens, we can either substitute another 
square Memento we think the rabbits might have given us, or we can hand-draw a little carrot into 
the Nook instead. 


If we play Yazeba’s for a very long time, we may eventually run out of Nooks to put Mementos into. 
In that case, we can devise our own Shelves with new Nooks... or we can simply decorate the pages 
of this book. 


Unlocking New Ways To Play 


When we first start playing Yazeba’s Bed & Breakfast, much of it will be off limits. 


Locked Materials 


Whenever a Character, Chapter or Shelf is Locked, it’ll have one or more Lock Tags next to its name 
or title: 


If something is Locked, we’re not ready to play with it, yet, and we should ignore it until we find a 
way to Unlock it. We can peek at parts of the book that are Locked, if we’d like, or we can try to keep 
them a surprise. 
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Anything that doesn’t have a Lock next to its name or title is available to be played with from the 
beginning. 


Unlocking Things 


The most common way to Unlock new materials to play with is by filling up Shelves with Momentos, 
but some Characters and Chapters might only be Unlocked under special circumstances. When the 
game tells us to Unlock something, we'll select a Key sticker and place it over the Lock symbol. 


If all of the Lock symbols next to something’s name or title have been covered by Key stickers, it’s 
available for play. 


Anything marked with enough Key stickers is Unlocked and available to be played with, just as if it 
had no Lock symbol. 
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Gertrude. 


Sal. 


Hey Kid. 


Parish. 


Amelie. 


Residents 


A teenage girl who ran away from home, and (at the moment) sleeps atop 
the dryer in the laundry room. She is kind and insecure, quiet and capable 
beyond expectations. 


A weary young adult who once studied to be Yazeba’s apprentice, before 
leaving magic behind. Now he works as the night porter, but hopes to 
someday become a rockstar—although it’s not clear how he’s going to get 
there. 


Abandoned on the front door as a baby, they grew up amid the chaos of the 
Bed & Breakfast. Now they’re a delightfully rambunctious devil-child, who 
causes disaster wherever they go. 


Once a gallant knight, cursed by a wicked wizard to take the form of a frog. 
Now he’s the Bed & Breakfast’s head (and only) cook, but he’s still a 
courageous hero at heart. 


A robotic maid acquired by the Bed & Breakfast. They are the meticulous 
housekeeper constantly struggling (and failing) to keep the Bed & Breakfast 
tidy. They’re still parsing out who they’re supposed to be. 
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Gertrude 
a masked teenage runaway who uses she/her pronouns 


Pick me if: The world is big and full of secrets, we need to navigate tangled feelings, you feel 
nervous or unsure. 


Bingos: Whoopsies: 
Keep a secret (that I should keep). e Keep asecret (that I shouldn't keep). 
Get excited about something new. e Reject the help of someone else. 
Show off a cool skill that people didn’t e Mess up something I thought I could 
know I have. handle. 
e Give someone avery genuinely sweet e Assume the worst of what’s going on. 
compliment. e Freak out. 


e Make myself useful. 
Facts About Me: (Add to them, or cross them out when they’re no longer true) 


I’m very secretive. 

I feel scared often. 

I’m a moody teenager. 

I live on top of the dryer in the laundry room. 

I feel terribly insecure about my gender and appearance... 
..So | wear a mask to hide my face. 

Iam confident Yazeba doesn’t like me. 

I plan on finding somewhere else to stay eventually. 

I have never fallen in love, and J never will. 

I don’t have a lot of friends here. 


Finding My Place 


Gertrude feels very uncomfortable in this strange loud Bed & Breakfast, but perhaps one day she 
can make a home here... maybe. 


C) I got ajob at the B&B ( ) 

OO! got a real room, it’s number: 

(1) Imade a close friend at the B&B ( ) 

() Imade another close friend at the B&B ( ) 
(1) Imade a third close friend at the B&B ( ) 


() Yazeba complimented me. She said: ( ) 


Check these off when they happen. It’s okay if they don’t last forever. When I check them all, replace 
my Journey with “The Witching Path.”—if you can find it. 
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Sal 


an aspiring musician who uses he/him pronouns 


Pick me if: You want to seize the microphone, someone needs good advice or a ride home. 


Bingos: Whoopsies: 


Fail to follow through. 

Get caught up in my own drama. 
Make light of something important. 
Stay chill when I really shouldn't. 
Hide behind my own confidence. 


Speak from the heart and light up the 
world. 

Put the spotlight on someone else. 
Take a moment to ponder. 

Offer what little I have. 

Commit to doing the hard work. 


Answers to Questions that Rolling Bones Magazine will probably ask: 


Right now I’m a night porter at the Bed & Breakfast. I’m not 100% sure what that means but 
it mostly involves kickin it behind the front desk, not even necessarily at night? 

I did used to be a witch’s apprentice. I don’t really want to talk about that. 

I drive a van called The Flying V. She’s old and funky but she’s the love of my life. 

I’m probably the greatest rockstar the world has ever known? I’m just putting in my dues 
until I get my big break. 

I play guitar and sing, but I also know my way around electric basses, violins, pianos, the 
harmonica, the tambourine, and the jug. 

My main musical inspirations are Jacob and the Screamie Beanies, ZGG, Daligstygg, Vivaldi, 
and Wormstonk. My actual inspirations, though, are my friends back home, and how 
beautiful the place I live is. They’re like my family to me. 


I like to think of my music as being Pest-ReekPreg- tst WaveAcoustie Ska Barkindiepop 


The main thing I want my fans to know is that there’s art in all of us. It doesn’t matter what 
you look like or how talented you are or if you know the right bands or whatever. 


What Do You Think Of This? 


a ee ee 


When this track fills up, my inspiration is flowing. Show someone the song I’ve been working on. If it 
gets the reaction I want, replace this Journey with “Legend In The Making.” If it doesn’t (or I get too 
nervous to even share it), erase the track and start from scratch. 
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Hey Kid 
a devil child with a lot of energy and not a lot of sense, who uses they/them pronouns 


Pick me if: You want to get up to mischief, the big kids are going, the grownup world is too 
frustrating. 


Bingos: 


Get someone to show me how to do something. 
Apply a lesson someone else has taught me. 

Notice something everyone else missed. 

Excitedly run somewhere, and get there really fast. 
Make a new friend. 


Whoopsies: 


Get impatient and give up. 

Mistrust a grownup who is trying to help. 

Embarrass someone with an innocent question. 

Interrupt someone to show them something I think is really cool. 
Have an enormous, explosive meltdown. 


Facts About Me: 


I don’t have any facts about me just yet! Maybe I'll get some when I grow older. 


I’m working on a comic! I like to draw more panels when I’m bored. 


My Stats 
RIATURE Increase the stats in my radar chart like they’re five 
Tracks. Every time my Mature Stat maxes out, turn to 
the “Hey Teen” Section—if you can find it. 
COOL PEEP 
CREATIVE FUNNY 
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Parish 


a brave frog, once a knight, now the chef at the Bed & Breakfast, who uses he/him pronouns 


Pick me if: The flames of chivalry burn bright in your heart, someone might need a bite to eat, you 
have a terrible pun you need to tell. 


Bingos: 


Bluster headfirst into the best 
solution. 


e Rescue someone else from peril. 

e Carry out a noble act with dignity. 

e Lift everyone’s spirits with the perfect 
refreshments. 

e Give someone a bit of fatherly 
wisdom. 

A Recipe for Parish: 

e Preheat 1 brave young fellow until 
gallant & knightly. 

e Braise lightly over dragonfire. 

e Introduce 1 princess, cursed to be a 
frog, and kiss. 

e Form the knight into a frog, trading 
out the princess. 

e Banish. 


Serve slightly disillusioned, with spite to taste. 


Feeds as many as there are guests at Yazeba’s 
Bed & Breakfast. 


My True Form 


Whoopsies: 


e Assume I understand a situation. 

e Try to be “hip” and mess up in the 
process. 

e Bite of more than I can chew. 

e Lose track of reality while caught up 
in a flight of fancy. 

e Refuse to let go. 


Recipe for a Good Chef: (Under 
development) 


1 cup chopped obsession 

1 tsp. concentrated love for others 
A drizzle of emotional awareness 
Arrogance to taste 


Recipe for a Good Knight: (Needs a fresh 


twist) 
e 7whole virtues, trimmed & peeled 
e 120z tenderloin steak 
e % cup courtly manners 
e 2tbsp. salt & vinegar 


I wasn't always a frog, but if | work hard perhaps I can regain my true form. (Is that how it works? 
Yazeba pursed her lips, but she didn’t say “No”). Whenever I do one of these things, check it off—but 
only if I faced the consequences. 


Volunteer for a task that’s far beyond me. 


Pick something up that’s far too heavy for my froggy body. 
Avoid water for a day and get very dehydrated. 

Dust off the ol’ suit of armor and take it for a spin. 
Challenge someone to a duel (and most likely regret it) 


Once I’ve completed all of these Great Labors, surely I'll be restored to his human form, right? 


Right?? Replace this journey with “My New Form.” 


Amelie 


a workaholic robotic housekeeper who uses they/them pronouns 


Pick me if: You want to clean up after everyone, silliness does not compute, you want to help me 
become a real person. 


Bingos: Whoopsies: 
Silently solve a problem. e Refuse to diverge from my 
Look closely at a complicated tangle. programming. 
Make someone’s life easier without e Misunderstand ambiguity and nuance. 
them realizing. e@ Sweep up something that needed to 
Anticipate and avert a potential mess. stay put. 
Receive a thank you, awkwardly. e Get passive-aggressive about it. 


Shut down and deactivate. 


programming = { 
always: [ 
scan for potential messes, 
be polite to guests, 
busy yourself with labor 


never: [ 
allow the bed&amp;breakfast to remain dirty, 
disobey a command from yazeba, 
idle 


job not found: "power down" 
damaged: "continue queued tasks" 
error: "alter your programming" 


Prime Directives 


a rs ee ee 


Whenever this track fills up, erase it and choose 1: 


e Add aline to my programming 
e Cross outa line from my programming 
e Alter aline from my programming 


>>> When every line of my programming has been altered, replace this Journey with: “Glitch In The 
System”—if you can find it. 
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Guests 


Grackle McFran. A curmudgeonly goblinoid crow in the garden’s toolshed, who uses any 
pronouns. 

Muckleby. A huge glob of grime that uses she/her pronouns. 

Monday. A fairy dream merchant who uses they/them pronouns. 


The Rabbits In The Garden Who Wear Little Outfits. A warren of sentient bunnies who use a 
variety of pronouns. 


Rag-And-Bones. A particularly unpleasant skeleton who uses he/him pronouns. 


Yola Oleander. Avery old shrub spirit who uses she/her pronouns. 
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Grackle McFran 


a curmudgeonly goblinoid crow in the garden’s toolshed, who uses any pronouns 


Pick me if: Everyone’s out in the woods, some adult supervision is required, another employee of 
the Bed & Breakfast is needed. 


Bingos: 


Show someone something cool about the natural world 
Put aside my gruff mask and be kind to someone 

Teach a very useful life skill 

Offer someone a weird snack 


Whoopsies: 


Grumble and groan 
Repeat something someone said back to them, in a mocking tone of voice 
Rat someone else out 


Push everyone else away 
Three Fun Facts About Me: 


e Yes, I’m a goblin who looks like a crow. I can’t fly. Jokes about being a bird are maybe the 
least funny things on the planet. 


e Iwas hired by the Bed & Breakfast to be the groundskeeper, but I refuse to do my job. 
Instead, I just live in the toolshed and eat fertilizer. 


e Despite my grumpiness, I can be bribed with pastries, root beer, and energy drinks. 


My Journey: 


a es ee ee 


Once my Track fills up, I’ll erase it all and give everyone a piece of advice—good or bad. 
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Monday 


a fairy dream merchant who uses they/them pronouns 


Pick me if: There’s an interesting object to inspect, everyone is being too gullible, I have just the 
thing to help. 


Bingos: 


Give cynical advice as a ‘free tip. 
Reveal a secret truth that is sure to scandalize someone else. 
Transform straw into gold, pinch a moment in between my fingers, walk atop a sunbeam, or 
perform a similar sort of fairy miracle. 
e Offer someone a good deal. 


Whoopsies: 
e Offer someone a bad deal. 
e Twist someone’s words around until I find a reason to be insulted. 
e Come dangerously close to breaking one of Yazeba’s rules. 
e Let my smile slip from my face and reveal my true nature. 
Three Fun Facts About Me: 


e I’ve worked as a humble merchant in the fairy Night Market for as long as there has beena 
market—artists, musicians, witches, and anyone with a dream are my clients. 


e Yazeba doesn’t like me much, but she lets me stick around to stock her gift shop and help the 
Bed & Breakfast stay financially afloat. Besides, she owes me. 


e The Bed & Breakfast is the perfect place to scout out new talent, and to sell my rather 
particular wares. And besides, I’ve heard a rumor that a particularly promising young witch 
has been sleeping in the laundry room lately... 


My Journey: 


a (a | | | | 


When my Track fills up, I'll erase it all and offer a Resident what I think they want in exchange for 
their heart. If they say no, nothing happens. But if they say yes, and I buy a Resident’s heart, I’ll have 
that Resident sign the Heartless Contract (if you can find it), give them a new Bingo and Whoopsie 
related to their desire, and leave the Bed & Breakfast. 
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Muckleby 


a huge glob of grime that uses she/her pronouns 


Pick me if: You feel like making a mess, it’s time to relax outside, Amelie isn’t busy enough 


Bingos: 
e@ Sweep everyone up into my enthusiasm. 
e Change shape to fit what’s going on. 
e Offer something shiny from deep inside me. 
e Be firm. 
Whoopsies: 
e Leave behind a trail of filth. 
e Lose track of my own face. 
e Engulf something or someone without realizing it. 
e When someone says something negative about me, I believe them. 
Three Fun Facts About Me: 


e Icollect all kinds of things: stamps, coins, keys, old birds’ nests, single boots, fishing nets, 
abandoned cars, bones, and pretty much anything found at the bottom of a river. 


e Itiea pretty red ribbon below my face to give me a little more definition, but I’m not sure if 
it’s working. 


e When people see me they expect me to smell bad, but I just smell like fresh soil and 
petrichor. 


My Journey: 


At the end of each Chapter, if I had a wonderful time, spend my leftovers on the Happy Track. 
Whenever it fills up, erase it, I'll write a positive review of the B&B in the guestbook and give the 
Bed & Breakfast a ° Treasure Chest. 


If | had a terrible time, spend my leftovers on the Sad Track. When it fills up, erase it, ’ll write a 
negative review of the Bed & Breakfast in the guest book, and leave. 
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The Rabbits in the Garden, Who Wear Little Outfits 


a warren of sentient bunnies who use a variety of pronouns 


Pick us if: The world is cheerful and warm, you need a group of voices, you’re out in the gardens, 
something bad is coming 


Bingos: 
e Give a gift of snacks and vegetables 
e Offer some leporine wisdom (ora leporine joke) 
e Twitch our little noses 
e Wander out into the world 
Whoopsies: 
e Bicker and argue amongst ourselves 
e Deliver contradicting advice 
e Runaway when we’re needed 
e Get distracted 
Three Fun Facts About Us: 


e Despite the fact that we are but small rabbits, our warren system is something of an 
advanced civilization (even though the bigfolk will never get down there) 


e@ We're not sure where we got our little outfits from, or why we can talk. 
e Wecan't eat carrots (it’s unhealthy for us), so we instead use carrots as our currency. 


Our Journey: 


a a a a 


Once our Track fills up, we'll erase it all and give the Bed & Breakfast a © Carrot. 
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Rag-And-Bones 


a particularly unpleasant skeleton who uses he/him pronouns 


Pick me if: Things are too idyllic, something scarier than me is afoot, Yazeba is distracted and 
careless 


Bingos: 


Lurk and watch from a hiding spot 
Approach with a flimsy disguise 

Cap off a conversation with a sinister laugh 
Be helpful in the service of a nefarious plot 


Whoopsies: 


Be helpful for real by accident 

Fundamentally misunderstand the threat I pose 
Reveal my entire plan 

Be temporarily defeated 


Three Fun Facts About Me: 
e Yazeba’s spellbook has a spell to end the world! I must have it! 
e Ratto is arat, my most faithful (and only) minion. She can talk, but only ever says “Rats!” 
e Ihave no idea who! was inside before I was a magic skeleton. 


My Journey: 


Once my Track fills up, I’ll steal Yazeba’s Spellbook, cast the Apocalypse Incantation, and bring about 
the end of the world itself. 


Whenever anyone wants to, at any time, they can clear my entire Track and force me to start over 
from the beginning. 
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Yola Oleander 


avery old shrub spirit who uses she/her pronouns 


Pick me if: A motherly hand is needed, someone gets a chance to spill the tea, I can sit down and 
stretch my legs a bit. 


Bingos: 


Help someone else evade consequences 
Piece together what’s really going on 
Absolutely refuse to act my age 

Pour a cup of soothing tea 


Whoopsies: 


Spread libel or overexaggerated gossip 

Misunderstand the stakes of the situation 

Rest my old roots and not get up 

Make a joke about something you thought I didn’t know about 


Three Fun Facts About Me: 


e Igrew up ina British royal garden, but my branches were too chaotic and the gardeners 
tried to get rid of me after I smoked up all their Cuban cigars. 


e [claim to be ona first-name basis with most older celebrities—and there’s a 50% chance 
I’m telling the truth. 


e Ihave many friends, but my favorite doll is Lady Sherry; the two of us spend our afternoons 
sitting on the back porch of the Bed & Breakfast, laughing away the hours like only two old 
ladies can. 


My Journey: 


aS es ee a 


Whenever my Sprouting Track fills up I'll erase it all, give the Bed & Breakfast a ° Teacup, and fill out 
a segment of the Getting Old Track. 


When the Getting Old Track is fills up, instead I’ll give the Bed & Breakfast a © Pot of Tea, and leave 
the Bed & Breakfast, taking root in the garden and settling into dormancy. 


Chapters 


Chapter 5: Another Rainy Day 
In which Hey Kid is very bored while stuck inside, and Gertrude (along with the rest of the Bed & 
Breakfast) try to keep the child from exploding. 


Chapter 10: Wash Cycle 
In which the laundry room has become a disaster, and Sal must lead the charge to fix it (with 
Gertrude’s reluctant help). 


Chapter 8: Firefly Catching 
In which Sal and Hey Kid talk about getting older, while catching fireflies. 


Chapter 9: Sal Has Written A Play 
In which the Bed & Breakfast puts on a theatrical production in the living room. 


Chapter 13: Hey Kid Goes A-Guising 
In which Gertrude takes Hey Kid trick-or-treating, but some monsters are more than just costumes. 


Chapter 1: A Birthday for Gertrude 
In which the Bed & Breakfast plans a surprise party for Gertrude, who has always hated her birthday. 


Chapter 6: Lights Out 
In which Parish leads an expedition into the basement to get the power back on. 


Chapter 20: Ice Skating 
In which the Bed & Breakfast goes ice skating, and Amelie and Parish reflect on their relationships to 
their bodies. 
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Chapter 5: Another Rainy Day 


With Gertrude, Hey Kid and anyone too playful to be cooped up. 


In which Hey Kid is very bored while stuck inside, and Gertrude (along with the rest of the Bed 
& Breakfast) try to keep the child from exploding. 


Gertrude didn’t bring a lot with her to the Bed & Breakfast. In fact, the only thing she kept close by 
her was her diary, an ancient and tattered notebook full of bubbly handwriting across gridded 
paper. If you asked Gertrude about it, she’d say she doesn’t know why she keeps it, but the rows and 
rows of dense words suggested otherwise. Gertrude was writing in it again, lost in her thoughts and 
doing her best to ignore the very busy work of everyone around her. 


Ponk! A red rubber ball bounced off the back of the armchair where Gertrude was sitting, and her 
hand zagged a long trail of ink across one of her important lists. 


“Hey you, ready to play Demon Ball?!” The small purple devil that everyone called Hey Kid yelled 
out, swinging a walking cane through the air fast enough to whistle. 


Gertrude looked up from her diary and squinted through the eyeholes of her mask. The dull roar of 
splashy-crashy rain on the roof filled every corner of the Bed and Breakfast, as it had for days and 
days and days. “What, outside?” Gertrude fidgeted with a hole in the armchair. “You're going to get 
soaked if you go out there.” 


“But it’s been raining foreEeEeEever!” Hey Kid snarled. “If I can’t go outside soon I’m gonna 
explode!” 


Gertrude paled, and looked around for any actual grownup. They all seemed to be busy, and there 
was no way Gertrude was going to bother them even though smoke was starting to come out of Hey 
Kid’s ears. “Well, maybe we can find something else to keep you occupied.” 


Relaxed Mood 
Before this Chapter starts, we'll put a big pile of tokens where everyone can reach them. During the 


Chapter, whenever anyone does a Whoopsie, they’!I take a token. Before anyone can do one of their 
Bingos, they must first return a token to the table. 


Not Acting Your Age 


Teens and adults can get carried away, too. Anyone besides Hey Kid has access to these extra 
Whoopsies: 
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e Accidentally break something. 
e Play too hard for your age and exhaust yourself. 
e Play too hard for someone smaller than you. 


Inside Games 


When anyone but Hey Kid does a Bingo, right afterwards they can suggest and set up an indoor 
activity to burn off some of Hey Kid’s energy. Check it off, below, and Hey Kid gets a token. 


L) A Scavenger Hunt 

) A Pushup Contest 

() The Floor Is Lava 

) Ten-pin Bowling Down The Hallway 
) ACrab-Walking Race 

L) Double-Dog Dares 

L} Slide Down The Stairs 

L) Jump Over A Stick 

L) Build A Pillow Fortress 

(_) Just Wrestle 

) Make Up A Game Just For Hey Kid 


Once this list is exhausted, you can check off this last one any number of times: 


L) Ask Hey Kid what they want to do. 


Hey Kid’s Gonna Explode! 


Hey Kid Starts with 6 tokens. The more tokens they have, the more fun they’re having, and the less 
likely they are to explode. 


Hey Kid throws out a token whenever someone tells them to be calm, wait, or listen up. 
Hey Kid has some extra Whoopsies they can do right now: 


e Burst into flame and catch something on fire. 
e Break something with supernatural strength. 
e Get very big and scary for a moment. 


If Hey Kid runs out of tokens, they explode. They immediately get 8 tokens, tick a Track on their 
sheet, and describe the devastation to the Bed & Breakfast. 


When Hey Kid gets to 13 tokens, Gertrude can bring the Chapter to a close, and if Hey Kid didn’t 
explode, the B&B gets an © Original Hey Kid Artwork. Hold onto any leftover tokens for 
Housekeeping. 
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Chapter 10: Wash Cycle 


With Getrude, Sal, and anyone but Amelie. 


In which the laundry room has become a disaster, and Sal must lead the charge to fix it (with 
Gertrude’s reluctant help). 


Amelie’s arms had fallen off. This was less of a problem for Amelie than it would have been for most 
of the B&B’s residents, but the local repair shop was waiting on a part from out-of-town to arrive 
and it had been an entire week since they’d twisted their joints apart mopping. Footprints mottled 
the floor, turning it the rich brown color of early spring mud. 


Gertrude was curled up with a book underneath the fax machine, trying not to eavesdrop too 
obviously on Sal’s phone call. She didn’t want to be in the lobby, but the smell of sweaty clothes and 
damp had filled the B&B, and the calming scent of printer ink clinging to the clunky device was the 
only thing that could crowd out the more pungent odors. 


Sal put down the phone with a heavy thud, and Gertrude looked over at him. “What’s wrong?” 
“Yazeba says, with Amelie out of commission, /’ve gotta get all the laundry done. Today.” 


Gertrude looked appalled. “But Sal, there’s a mountain of clothes and sheets and stuff in there! What 
about your concert?” 


“I tried to bring that up, but she, uh, well...” Sal glanced down at the phone’s speaker, still glowing 
orange from heat, and scratched the back of his head. “I don’t think she liked the sound of that.” 


Gertrude stood, straightening out her back, which hurt a fair sight more than a teenager’s probably 
should. Nobody knew the laundry room better than her; she’d never been on laundry duty per se, 
but she’d tried to sleep through more than a few wash cycles. 


“Well, okay, maybe you can still make your concert if someone else pitches in?” 


Sal’s eyes glinted—he recognized a chance for someone else to do the dirty work when he saw it. 
“Really, that’s so sweet of you, kid! Let’s get to work.” 


Before Gertrude could stammer out a clarification, the two of them were tumbling headfirst into the 
laundry room. She looked out across the horror of the vast sea of dirty bedsheets and stinky socks, 
and realized that she had just signed up for a very long day indeed. 


Frantic Mood 


Before this Chapter starts, we'll put a big pile of Chaos Coins where everyone can reach them. 
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Whenever anyone wants to tick a track, they’ll consult their Chaos Coins: 


If they don’t have any Chaos Coins, they succeed right away, and take a Chaos Coin. 

If they do have Chaos Coins, they flip all of them at once, and if all the coins come up heads, 
they succeed! Otherwise, they don’t tick the track and must do a Whoopsie about it. Either 
way, they take another Chaos Coin. 


Anyone can cash in five Chaos Coins to tick a track right away. 


When any of us does a Bingo, they may give away all their Chaos Coins to someone else, making the 
whole mess their problem. (That person shouldn’t then turn around and return the coins with a new 
Bingo—no tag backs!) 


Tidy Cycles 


Here’s how to do laundry: 


1. Consult your Chaos Coins to fill a segment of the Washer Track. 

2. Once the Washer Track has filled up, consult your Chaos Coins to empty the Washer Track 
and fill a segment of the Dryer Track. Repeat steps 1-2 until the Dryer Track is full. 

3. Once the Dryer Track has filled up, consult your Chaos Coins to empty the Dryer Track and 
fill a segment of the Hamper Track. Repeat steps 1-3 until the Hamper Track is full. 

4. Once the Hamper Track has filled up all the way, the laundry is done! Gertrude narrates how 
the Chapter ends, and the Bed & Breakfast gets an ° Unmatched Sock. Hold onto any leftover 
Chaos Coins for Housekeeping. 


Tip: Consult Chaos Coins often-we have a lot of laundi-y we heed to do! 


A Textile Wilderness 


The laundry piles have become a hostile landscape that impedes our every move, and might even 
pose an active danger. Everyone has access to the following additional Whoopsies: 


e Stumble in the ankle-deep swamp of sheets, falling into it with anything you were carrying. 
e Disturb a precariously tall mountain of clothes, and be buried under an avalanche. 
e Spill detergent all over the floor, creating a spreading puddle of blue goo. 
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e Become entangled ina knot of sleeves and pant legs. 
e Notice the clanging and banging of something heavy that shouldn't be in the washer, just 
before it begins to jump and bounce around the laundry room. 


Very Busy Guy 


Sal is very busy (of course, of course) and would much rather be practicing for his concert tonight 
than sitting around folding laundry in the corner of the Bed & Breakfast. And whenever Sal doesn’t 
want to do something, he’s very good at making it everyone else’s problem. Whenever Sal says 
something he thinks is encouraging or inspiring to another character, he can pass off one of his 
Chaos Coins to them. 


Yucky 


Gertrude is brave, smart, hardy and adventurous. She is also easily overwhelmed. Whenever an 
intense wave of smell penetrates her mask, an unidentified stain offends her eyes, or a slimy texture 
passes through her hands, tick her Grossed Out track, below. 


es ee 


When the track fills up, Gertrude is too overwhelmed to function. She won’t go take a break—Sal is 
depending on her—but she won't be able to do a good job until she recovers. She can’t cash in or 
give away her Chaos Coins until someone helps her out with a Bingo and erases the track. 
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Chapter 8: Firefly Catching 


With Sal, Hey Kid, and anyone optimistic. 


In which Sal and Hey Kid talk about getting older, while catching fireflies. 


It was a cool night, in that warm summer way. The sky was crowded with brilliant stars, perfectly 
mirroring the fireflies flickering among the trees. Sal was sitting in one of the chairs on the back 
porch, looking out at the woods that surround the Bed & Breakfast. His guitar was heavy in his 
hands, and he could feel a song burning underneath his fingertips. 


sal’s handwriting 

Someday, I'll see the contrails for what they are ... 
... I’ve named every light but one... 

... [just want to trace that line and know 


He sighed. The song in his head was louder than any chords he could play, and none of the words fit. 
Sal probably could’ve stayed on that porch forever, until the screen door creaked open and Hey Kid 
wandered over. 


“Hey Sal-Sal? Is everything okay?” Hey Kid held up a plate of spaghetti. “Parish wanted me to bring 
you some dinner, since you missed it and all.” 


Sal shrugged. “Thanks, Kid. Lots of stuff on my mind sometimes. I must’ve been distracted.” 


Hey Kid hopped up into another wicker chair, and looked up at Sal. In the light of the lonely bulb 
hanging over the porch, Sal looked ... older than he is, and sadder too. Hey Kid glanced out at the 
dark woods, and the crisp air, and the stars. They took a deep breath, and tapped on Sal’s guitar. 


“Hey Sal-Sal, wanna go firefly catching?” 


Pensive Mood 


Before this Chapter starts, we'll read through it and select Questions to write down on index cards, 
then place a number of tokens on each of those Questions. 


These questions need to be picked away at. Whenever any of us does a Bingo or a Whoopsie, they’ll 
collect a token from one of the Questions, keeping it if they did a Bingo or giving it to someone who 
can learn from their mistake if they did a Whoopsie. 
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The Act of Catching Fireflies 


It is a warm night, the sort of night that reminds us what it’s like to be alive. Everyone has the 
following additional Bingos: 


e Describe how you catch a firefly. 
e Tella short story about how you’ve changed. 


..and the following additional Whoopsies: 


e Tell someone who they should be. 


The Tangled Road 


Sal has been thinking a lot about whether the choices he’s made has brought him to where he 
should be right now. Even if he’s not going to say it to Hey Kid directly, it’s something big and 
important on his mind. Sal chooses one of the questions below, or invents his own: 


e “Would I have become famous if I chose a different route?” 
e “What is my purpose in life?” 
e “Can I find my passion again?” 


The Question starts with 9 tokens on it. Once all the tokens have been removed, we'll each go 
around and try to answer the question for ourselves, as best we can. We can choose whether or not 
to end the Chapter and read “A Night Like Tonight,” below. 


Growing Up 


Hey Kid is starting to realize that they aren't going to be able to be a kid forever. They’ve realized the 
world is changing rapidly—that even while their home feels perfect, that the outside world is 
dangerous and perhaps everyone they love aren't heroes. Hey Kid chooses one of the questions 
below, or invents their own: 


e “What is it going to be like to grow up?” 
e “Does being a grown up mean losing your passion for life?” 
e “Are my friends as good as they seem in my head?” 


The Question starts with 9 tokens on it. Once all the tokens have been removed, we'll each go 
around and try to answer the question for ourselves, as best we can. We can choose whether or not 
to end the Chapter and read “A Night Like Tonight,” below. 
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A Night Like Tonight 


Before the Chapter begins, write down the following Question on another index card: 
e “What does it mean to change?” 
Anyone may put one of their tokens on this Question whenever they want. 


We are probably not going to fully answer this question during this Chapter. Instead, when the 
Chapter ends, everyone goes around and gives as much of an answer as they can, based on how 
many tokens the question has. 


e Less Than 5 Tokens: Shrug, and maybe say something you think could be it, but is probably 
wrong. 
5-8 Tokens: Give a 1 word answer, if you have one. 
9-12 Tokens: Give a 1 sentence answer, if you have one. The Bed & Breakfast gets a ° Jar of 
Fireflies. 

e 13 or more Tokens: Give a full answer if you have one, write both the question and your 
answer down on an Index Card and keep it with your character sheet. The Bed & Breakfast 
gets a © Jar of Fireflies. Hold onto any unused tokens for Housekeeping. 
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Chapter 9: Sal Has Written A Play 


With Sal and anyone theatrical. 


In which the Bed & Breakfast puts on a theatrical production in the living room. 


It is damp in the Bed & Breakfast, the sort of damp that soaks through the wood of the old walls and 
drenches everything it can find. Sal was scribbling away inside his spiral notebook as the ink bled 
through the pages, which is a difficult way to write. He chewed the end of his pen. 


“Useless, useless.” He muttered to himself, ripping out a chunk from the waterlogged notebook and 
throwing it in the direction of the wastebin. “Two-bit no-good hack loser can’t write...” 


“Hey Sal, what’s that you’re working on?” Gertrude poked her head out of the dining room, fork 
sticking out of her mouth. 


“Oh!” he started, shoving the notebook out of sight beneath the desk. “It’s actually ... well, I’ve been 
working on a play.” 


“Really? What’s your play about?” It was at that moment that it felt, to Sal, like the whole Bed & 
Breakfast had overheard. 


“A play?” Parish called from the other room. “Sal you didn’t tell me you were writing a play!” 
“Play play play play play!” Hey Kid screeched. “Can I be in it? Can I be in it?” 
Sal stammered. “I guess it is almost done, although it’s a rough draft—” 


“Modesty doesn’t suit you, old friend.” Parish wiped his hands off on his apron before picking up one 
of the many crumpled pieces of paper on the ground. “I think it’s marvelous.” 


Sal blushed. He’d never written a play before. “It takes time to prep a whole show, but I guess we can 
start planning.” 


Gertrude grinned under her mask. “No one has anything to do while this weather is so miserable. 
We can turn the couch room into a stage and everything. Let’s do this!” 
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Relaxed Mood 


Before this Chapter starts, we'll put a big pile of tokens where everyone can reach them. During the 
Chapter, whenever anyone does a Whoopsie, they’!I take a token. Before anyone can do one of their 
Bingos, they must first return a token to the table. 


The Playbill 


Before we begin, Sal casts everyone in the play, giving each person one of the roles below. There will 
be extras. 


Isabello, the captain of the guard, and in love 

Don Michael, the fearsome lord, here to arrest someone 
Panteloon, an old wealthy merchant who is someone’s father 
Lisbei, a princess-in-exile, disguised as a man, and in love 
Captain Redtooth, the infamous pirate captain, and in love 
Roberto, the banished wizard, and in love 

Babeline, a beloved child 

Yabeza, the ancient witch, who once laid curse on someone 
Bumblelina, queen of the Shadow Fairies 

The Terrible Dragon 

The Queen Of The Moon 

Newt, a beleaguered, struggling, and stunningly handsome playwright who is 
underappreciated in his time 

e AtTree 


The play follows a two act structure, with an intermission in the middle. The plot and structure of 
the play will be invented by all of us as we play, but can generally be assumed to include both 
dizzying successes and heart wrenching failures, moments of comedy and tragedy alike, and for it to 
all be wrapped up with a happy ending. 


The Anxious Playwright 


In this Chapter, Sal can also do the following Whoopsies: 


Speak ill of your own writing 
Edit someone’s script right before they go on stage 
Interrupt the play with a “quick” correction 


Be ungrateful to the cast and crew 


Additionally, it is Sal’s call when to start or stop intermission, and only he can decide when the play 
is over and the Chapter ends. 
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It’s actually quite good...! 


Everyone has access to these additional Bingos. Whenever someone does one of these Bingos for the 
first time, check off the associated checkbox. 


() Deliver a monologue with gusto 

() Deliver an absurd pun 

() Deliver a line that makes someone laugh 

() Deliver a surprisingly heart wrenching soliloquy 

C) Cry realistic tears over someone who’s died a realistic death 

(1) Describe a daring and gripping swordfight with another character 
(J Cover up a problem with flawless improvisation 


If the play concludes and all of these checkboxes have been checked off, then it was a roaring 
success. The Bed & Breakfast gets a ° Dandelion Bouquet, and Sal can submit the play to his local 
theatrical organization. Hold onto any leftover tokens for Housekeeping. 


... Buta little bit of a disaster, too? 


Everyone has access to these additional Whoopsies. Whenever someone does one of these 
Whoopsies for the first time, check off the associated checkbox. 


() Forget your lines 

(1) Improvise the exact wrong line 

CL) Get stage fright 

() Miss your big entrance 

() There’s an off-stage argument louder than the play 
() Acostume rips 

() Someone slips and gets hurt! 


If all the checkboxes get checked off, Sal is mortified and cancels the whole thing mid-act. The Bed & 
Breakfast gets a ° Torn-Up Script and will never speak of the performance again. Throw any leftover 
tokens in the trash. 
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Chapter 13: Hey Kid Goes A-Guising 


With Hey Kid, Gertrude, and anyone in need of a treat (or trick!). 


In which Gertrude takes Hey Kid trick-or-treating, but some monsters are more than just 
costumes. 


Gertrude stared at Hey Kid’s pumpkin bucket, puzzled. “It’s Halloween? Isn’t it always September?” 
But no one answered her question. 


“IT’S HALLOWEEN IT’S HALLOWEEN!” Hey Kid was practically jumping off the walls, grinning and 
screaming. “I GOTTA GO TRICK OR TREATING I GOTTA I GOTTA!” 


Sal buried his head in his notebook. “Well I’m not taking you alone. Last time I chaperoned you on 
Halloween we nearly got mauled by werewolves. Not happening again.” Parish nodded in 
agreement. Hey Kid tried to mount an effective counterargument, but ended up just standing there, 
profoundly crestfallen. 


Gertrude looked around at the two guys, and closed her journal. “Hey, I can keep an eye on you. It 
might be nice to get out of the Bed & Breakfast for a little bit, after all.” 


Hey Kid’s face exploded with excitement, and in just moments Gertrude found herself walking 
through the leaves on an unfamiliar road with Hey Kid in full costume. Across the street were a 
couple of kids dressed as zombies, screaming and carrying rolls of toilet paper. When one of them 
turned to her with no lower jaw and one eye hanging loose, Gertrude abruptly realized that she had 
perhaps stumbled into something she wasn’t quite prepared for. 


Eerie Mood 


Before this Chapter starts, we'll shuffle a deck of cards and put it where everyone can reach them. 


Whenever any of us does a Bingo or a Whoopsie, they'll flip cards from the top of the deck until they 
reveal an Omen Card (a Jack, Queen, King, or Ace), then consult the rest of the Chapter to find out 
what happens next. 


Costumes 


Before the chapter begins, everyone decides if they’re more of a Goblin or a Guard. Goblins are here 
for the candy and the fun. Guards are here to chaperone the Goblins, and keep the Goblins from 
realizing that perhaps the other Trick or Treaters are more dangerous than they seem. 


Additionally, everyone chooses a costume from the list below, or invents their own: 
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A Frankenstein, with a green mask and metal bolts 
A Mummy, wrapped in toilet paper 

A Devil, with a scary mask and horns 

A Ghost, literally just in a bedsheet 

A Dracula, with red cape and plastic fangs 

A Princess, in a flowing pink dress and a hennin 

A Knight, in shining armor 

A Superhero, with a red bedsheet and underwear outside your pants 
A Fairy, with ornamental wings and uncanny eyes 
A Wizard, in flowing starry robes and a fake beard 
A Witch, with a fur coat and a fake cigarette 

A Tree 

Yourself 


Treats! 


Goblins get these additional Bingos: 


e Look really endearing in your costume. 
e Hold up your basket and say “Pretty Please!” 


And these additional Whoopsies: 


e Scream really loudly. 
e Cause a ruckus. 


Additionally, the Goblins are the only characters allowed to interact with the Eerie Deck. Whenever 
they interact with the deck, they must first say “Trick or Treat!” Whenever the Goblin flips over 
cards, they hold onto all the non-Omen cards they get. At the end of the chapter, turn each 
non-Omen Card into a piece of candy, based on the list below: 


: A Penny 

: Catfish Taffy 

: Wagner’s Unoriginals 

: Fistful of Sugarcorn 

: Bag of Moonbursts 

: Box of Jocks 

: Snickerberry Sticks 

: Chocolate Toad 

10: King-Sized Wonderbar 


eoeoeeeoee8280 @ 
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Whenever a Goblin flips over an Omen Card, however... 
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Tricks! 


Each Magic Card represents a very bad ominous thing that the Guards have noticed that the Goblins 
haven't yet. Whenever that Omen Card is revealed, the Goblin who revealed it reads the description. 
The Guards must prevent the card by shining Stars and doing Whoopsies, until the Goblin who 
flipped it feels the threat has been gotten rid of without the Goblins noticing. The Guard who did the 
best job getting rid of the threat gets the Card, by doing Bingos or Whoopsies appropriately. 


e Jack of Diamonds: I’ve spilled my candy, and | haven't noticed yet. How do you gather it all 
up before I freak out? 


@ Queen of Diamonds: One of the candies in my bag is secretly a bit dangerous. How do you 
safely sneak it away? 


e King of Diamonds: One of the houses I went to slammed their door in my face. How do you 
make it up to me? 


e Ace of Diamonds: | misplace an essential part of my costume, and I’m distraught. What do 
you do to help me feel better? 


e Jack of Hearts: When the door opens up, the old woman inside is way, way too 
condescending. She pinches my cheek and calls me a little baby and everything! How do you 
help me assert my agency? 


@ Queen of Hearts: When the door opens up, the grouchy old man inside is really scary and 
rude. He says mean words and gives me barely anything. How do you remind him why it’s 
important to be kind to kids? 


e King of Hearts: When the door opens up, the obnoxiously wealthy family inside completely 
snubs me. They clearly are looking down at my costume. How do you help me get revenge? 


e Ace of Hearts: When the door opens up, the stressed-out mom can barely give me anything 
because she’s too busy trying to juggle ten thousand other things. How do we help make her 
life easier? 


e Jack of Clubs: A pack of strange dogs are nearby. They have slobbering jaws and are 
definitely dangerous, but I think they’re cute. How do you pacify the dogs? 


e Queen of Clubs: The houses down this street have no lights, and the sound of distant flutes 
wafts through the air. How do we avoid this section so | don’t get hurt? 


e King of Clubs: A thin mist rolls across the street, and we suddenly become deeply lost. How 
do you help us find our way back to the streets we should be on? 


e Ace of Clubs: In the distance we can see an enormous striding skeletal figure, moving 
through the clouds. Its single eye resembles the moon, and it seems to be looking for 
something. How do you keep its spotlight from shining on us? 
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e Jack of Spades: A group of kids dressed as monsters invites me to join in a Silly String fight. 
How do you keep me safe while still letting me have fun? 


e@ Queen of Spades: An older kid dressed in black robes with a terrifying mask stops us. She 
demands a candy tithe. How do you help her deal with her loneliness? 


e King of Spades: | haven't noticed the ghostly individual that’s been following us for the last 
few houses. How do you get rid of the ghost without me noticing? 


e Ace of Spades: A gang of older kids “dressed” as zombies, who call themselves the Ghoul 
Gang, are harassing us. How do you chase them off without picking a fight? 


Once all four Aces have shown up, then the Guards realize it’s curfew time and everyone has to go 
home. Hey Kid decides when the Chapter ends, everyone compares their loot, and the B&B gets ao 
Jack O’Lantern. Hold onto any leftover Omen Cards, along with any 8s, 9s, and 10s, for 
Housekeeping. 
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Chapter 1: A Birthday for Gertrude 


With Gertrude and anyone celebratory. 


In which the Bed & Breakfast plans a surprise party for Gertrude, who has always hated her 
birthday. 


It was a beautiful Autumn morning outside the Bed & Breakfast. Gertrude had the window cracked 
open to breathe in the crisp air (the last before it would get too cold for open windows) and was 
reading her favorite book. It was called Heartsword, and it was the only book she brought with her 
to the Bed & Breakfast. It’s a schlocky fantasy adventure about a princess forced to disguise herself 
as aman in order to defeat an evil emperor. If you asked Gertrude, she’d dismiss it as trashy 
garbage, but the dogeared yellowed pages suggested otherwise. 


Parish was perched in one of the massive armchairs, lazily glancing through the astrology section of 
the newspaper. “Hey Gertrude, what sign are you?” 


“Oh, I’m a Virgo. My birthday’s the 15th.” Gertrude was barely paying attention, her nose deep in her 
book. 


Virgo (Aug 23—Sep 22): It can be difficult and nervewracking to navigate unfamiliar 
environments. Sometimes the world is big and scary, and you just need a change. Don’t be afraid. 


There will be people who care for you wherever you go, and a family’s love is never far from your 
heart. I believe in you. 


He stared down at the paper, before spotting the date in the corner. SEPTEMBER 15TH. As always. 
Of course. But... 


Parish looked up and made sudden eye contact with Sal, before pulling the porter into the hall. “Sal, 
it’s the 15th.” 


Sal shrugged. “Parish it’s always the 15th, what’s the big deal?” 


“We forgot Gertrude’s birthday.” 


44 


Frantic Mood 
Before this Chapter starts, we'll put a big pile of Chaos Coins where everyone can reach them. 
Whenever anyone wants to tick a track, they’l] consult their Chaos Coins: 


If they don’t have any Chaos Coins, they succeed right away, and take a Chaos Coin. 

If they do have Chaos Coins, they flip all of them at once, and if all the coins come up heads, 
they succeed! Otherwise, they don’t tick the track and must do a Whoopsie about it. Either 
way, they take another Chaos Coin. 


Anyone can cash in five Chaos Coins to tick a track right away. 


When any of us does a Bingo, they may give away all their Chaos Coins to someone else, making the 
whole mess their problem. (That person shouldn’t then turn around and return the coins with a new 
Bingo—no tag backs!) 


The Room Where The Party Goes 


Before the Chapter starts, everyone but Gertrude conspires together to decide where in the Bed & 
Breakfast the party is going to happen from the list below. Write it down on a scrap of paper and 
hide the scrap of paper. 


The Dining Room 
The Piano Room 

The Basement 

The Little Office 

The Deluxe Bathroom 
The Garden 

The Kitchen 


Presents for Gertrude 


Everyone who’s not Gertrude gets a blank scrap of paper at the start of the Chapter. Whenever they 
figure out what they think Gertrude would want, they write that down on the card secretly and put 
it face-down on the table. Then, they draw a 3-part track on the other side of the card. Once the 
track is full of Stuff, they have successfully acquired the gift. 


At the end of the Chapter, for good or for ill, everyone who managed to acquire a gift for Gertrude 
flips over their cards and tells Gertrude what they got her. If Gertrude genuinely likes the gift, both 
she and the gift giver can tick a Track, and pin the gift to Gertrude’s Character Sheet. If she doesn’t 
like it, well, it’s up to her whether she’s civil about it. 


Remember, these gifts are surprises! Don’t reveal to the player playing Gertrude what the gifts are 
going to be. 
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Party Fouls 


Some additional Whoopsies that anyone but Gertrude can do: 


Panic about whether Gertrude already has the gift you’ve gotten. 
Second-guess yourself and come up with a way worse idea for a gift. 
Lie to Gertrude about her present. 

Get cake batter all over your party clothes. 

Accidentally put something you really shouldn't've in the cake. 


A Cake For Gertrude 


ft 


Start the party when the cake is done. No more Chaos Coins can be flipped or conflicts solved, and 
Gertrude decides when the Chapter ends. The Bed & Breakfast gets a 9 Slice Of Cake. Hold on to any 
leftover Chaos Coins for Housekeeping. 


You're All Being Very Suspicious 
Gertrude has always hated her birthday. If she knew what everyone was planning, she’d be so mad! 


When Gertrude wants someone to listen to her long enough to ask them a question, consult her 
Chaos Coins. If she succeeds, they have to answer. She shouldn’t mention her birthday—ya don’t 
want anyone to know! 


Every time someone lies to her, Gertrude can tick this Track. When the Track fills up, she makes a 
guess as to where the party is being prepared. 


ae a eS ee es 


If she guesses right, she uncovers this hideous plot, and can choose whether to stop the festivities 
and cancel the party, or pitch in to help her misguided friends finish the cake. If the Chapter ends 

without a party, the Bed & Breakfast gets a sad little ° Paper Crown. Hold on to any leftover Chaos 
Coins for Housekeeping. 
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Chapter 6: Lights Out 


With Parish, and anyone courageous enough. 


In which Parish leads an expedition into the basement to get the power back on. 


Hail drummed staccato against the rooftop, filling the Bed & Breakfast with a crushing static 
interrupted only by a peal of thunder and a flash of lightning. Parish pulled his cardigan closer 
around his small shoulders and brought a tray of melty chocolate chip cookies into the living room. 


The room was packed with guests and residents, all piled together to stay warm. The single radiator 
in the corner was clanking away on overtime, doing its best to be even more disruptive than the gale 
slamming against the window. Parish stepped in front of the wavering black-and-white television to 
hold up the plate. 


“Behold, a feast!” He lowered the cookies onto the table and the assembled guests descended on it. 
The air was filled with crunching and chomping, noisy over the triumphant opening theme echoing 
through the tinny TV. 


“Shut up shut up shut up it’s Neutron Gal time!” Hey Kid shoveled cookies into their mouth while 
glued directly in front of the screen. Everyone went silent for one moment, long enough for Hey Kid 
to scream their heroine’s catchphrase. The superhero’s laser sword flew up into the air and ... 


Zap. 


The screen went black and the Bed & Breakfast was abruptly plunged into darkness. Hey Kid 
screamed, but it was impossible to hear them over the house-shaking boom of thunder. Brief panic 
was replaced by sudden calm as Parish quickly took control. 


“Don’t worry everyone, the power went out. Let’s get some candles lit,” Parish said. Amelie wheeled 
over to the kitchen while Sal got to work starting a fire in the fireplace. 


“I’m going to go downstairs and turn the generator on,” Parish declared. A slight chill crept through 
the room. 


“The... the generator? The one in the sub-basement?” Sal looked up, his face hidden in darkness. 
“Are you gonna be safe?” 


Parish grabbed a broom, slid a knit beanie over his head, and pushed aside a big “BASEMENT: STAFF 
ONLY” sign. For a moment, a flash of faraway lightning illuminated the frog’s striking form, and 
anyone who saw him would’ve sworn he was a knight. “Don’t worry. I’ve got this.” 
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Eerie Mood 


Before this Chapter starts, we'll shuffle a deck of cards and put it where everyone can reach them. 


Whenever any of us does a Bingo or a Whoopsie, they'll flip cards from the top of the deck until they 
reveal an Omen Card (a Jack, Queen, King, or Ace), then consult the rest of the Chapter to find out 
what happens next. 


Under The Floorboards 


There are plenty of scary things lurking in the labyrinthine interlocking series of basements, sub 
basements, and catacombs underneath the Bed & Breakfast—or at least, things that seem scary in 
the dark. Whenever an Omen Card from the Diamonds, Clubs, or Spades suit is drawn, consult the 
table below. 


Jack of Diamonds: Eek! Is that a goblin, or just a weird watering can? 

Queen of Diamonds: Egads! Is that an enormous monster, or just the water heater? 

King of Diamonds: Yikes! Is that a ghost, or just a sheet awkwardly draped over a broken 
clock? 

e Jack of Clubs: The expedition gets caught up in a huge spiderweb. Anyone who isn’t Parish 
must do a Whoopsie about it immediately. 

@ Queen of Clubs: Thunder shakes the foundations of the house and reminds everyone that 
there’s still a storm raging. Anyone who isn’t Parish must do a Whoopsie about it 
immediately. 

e King of Clubs: Something runs across everyone’s feet before scurrying off into the darkness. 
Anyone who isn’t Parish must do a Whoopsie about it immediately. 

e Jack of Spades: Peeking inside a musty coffin uncovers a cackling dracula, with sharp fangs 
and nothing better to do than scare you! Anyone besides Parish takes this card, and can’t get 
rid of it unless someone spends a Hearts card to shake them out of their fear. 

e@ Queen of Spades: Opening an old mason jar unleashes an ancient and powerful ghost, 
wrapped in a sickly white sheet! Anyone besides Parish takes this card, and can’t get rid of it 
unless someone spends a Hearts card to shake them out of their fear. 

e King of Spades: Brushing aside a tarp uncovers a cadre of grinning skeletons! Anyone 
besides Parish takes this card, and can’t get rid of it unless someone spends a Hearts card to 
shake them out of their fear. 


A Life In Boxes 


Yazeba’s B&B is our home, and the basement is a part of that home. Whenever we reveal an Omen 
Card from the hearts suit, we find a little reminder that this place is ours: 


e Jack of Hearts: A plastic bin full of dry goods Parish stocked up on before that last big 
blizzard. There’s some yummy non-perishable snacks in here! 


48 


e Queen of Hearts: A terrifying silhouette... that turns out to be a dress form with Yazeba’s 
old witch school robes and hat on it. Can you believe she used to wear anything so... silly? 

e King of Hearts: A cardboard box full of baby clothes that Hey Kid used to wear, topped with 
a macaroni picture of the Bed & Breakfast. 


Whoever collects a Hearts Omen feels a little more courageous while they have it. 


Get The Light Back 


If Parish can get the generator all set up, the cozy warmth of the Bed & Breakfast upstairs will guide 
us back out of the basement. 


The first time we reveal an Ace, we find the fuse box, where Parish was sure the generator was 
stored... but it’s not here. 


The second time we reveal an Ace, we spot the generator, tucked into a crumbling crawlspace. 
Anyone courageous enough to crawl in and get it must flip cards to reveal what else is lurking there. 
And even then, it still needs fuel... 


The third time we reveal an Ace, we find the gas canister we’re looking for—clutched in the bony 
fingers of an unmoving skeleton slumped against the masonry. Only someone with a Hearts Card is 
courageous enough to grab it. If nobody has one, go look for another fuel source, returning here 
when we draw the final Ace. If we still don’t have a Hearts Card, Parish will just have to be brave 
enough to grab it on his own. 


Once we’ve found the generator and filled it with fuel, Parish will narrate our return to the B&B and 
its safety, warmth and comfort, and the B&B gets a ° Flashlight. Hold on to any leftover Omen Cards 
for Housekeeping. 
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Chapter 20: Ice Skating 


With Parish, Amelie, and anyone slippery. 


In which the Bed & Breakfast goes ice skating, and Amelie and Parish reflect on their 
relationships to their bodies. 


The pond had frozen over, and Yazeba had determined the ice to be thick enough to safely stand on, 
so acrowd of folks from the Bed & Breakfast had bundled up to go skate. It was a beautiful day, the 
edges of colors against the frosted grass crisp and clear. Faint sparkles of snow drifted in the air, but 
despite what the thermometers said, the cold lacked teeth. 


Everyone sat their butts down in the snow to swap their boots out for bladed skates, but Amelie 
stood apart, stock still, condensation clouding up their glowing eyes. 


“Will you not be joining us?” asked a small, deep voice. Parish fiddled with the scarf tied around his 
body. (He did not have a neck, and was beginning to suspect that calling attention to that fact had 
not been the most flattering wardrobe choice.) 


The robot swiveled their gaze, first to look at Parish, then the others, then the frozen pond. “This is 
outside the bounds of my operations manual, and will void my warranty.” 


“Nonsense, mon cherie,” Parish smiled, extending them his hand. Amelie had to extend their 
telescoping arm to reach it, which wiped his smile away, but he assured her, anyway, “If I can skate 
on these little rubber legs, then with all of your mechanical precision you'll be fine!” 


The two glided out onto the ice together, slowly, and carefully. Amelie listened for the telltale sound 
of ice cracking beneath their metal weight, but it held them just fine. Hey Kid careened wildly past 
them on skates covered in stickers, shouting “LOOK OUT!” and Parish flinch-hopped away, but 
Amelie held tight and he regained his balance. 


He gazed up at Amelie with steel in his watery eyes. “The most daunting challenges are also the 
most satisfying to conquer.” 


Pensive Mood 


Before this Chapter starts, we'll read through it and select Questions to write down on index cards, 
then place a number of tokens on each of those Questions. 


These questions need to be picked away at. Whenever any of us does a Bingo or a Whoopsie, they’ll 
collect a token from one of the Questions, keeping it if they did a Bingo or giving it to someone who 
can learn from their mistake if they did a Whoopsie. 
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All Bundled Up 


When the Chapter begins, everyone describes their winter attire, which might include: 


Red mittens 

Snow pants 

Ear muffs 

A scarf significantly too large for your body 
A knit cap with a ball on top 

A fur-lined hat with ear flaps 

A brightly-colored puffy coat 

A thick flannel shirt 

Socks double-layered on your hands 
Soaking wet jeans 

Far too many layers 

Not nearly enough layers 


Dancing On Ice 
The first time you hit the ice, decide whether you feel Graceful or Helpless today. 
If you're feeling Graceful, you get the following Whoopsies: 


e Show off in front of someone who’s struggling. 
e Attempt a complicated trick, lose control, and become Helpless. 


If you're feeling Helpless, you can do the following Bingos: 


e@ Get back up and try again. 
e Goat your own pace until you get the hang of this, and become Graceful. 


Uneasy Being Green 


Parish keeps a stiff upper lip, but he’s been struggling with something: he is a brave knight, but he is 
often too small and vulnerable to prove his gallant heroism. Parish chooses one of the questions 
below, or invents his own: 


e “How do you stand tall when you're always underfoot?” 
e “Why is gliding through life so much easier for everyone else?” 
e “What is this body even good for?” 


The question starts with 9 tokens on it. Once all the tokens have been removed, we’ll each go around 
and try to answer the question for ourselves, as best we can. We can choose whether or not to end 
the Chapter and read “Bodies In Motion,” below. 


51 


A Plastic Heart 


This free and beautiful morning on the pond is outside Amelie’s comfort zone. They don’t know how 
to express it, but a question is buzzing up and down their body. Amelie chooses one of the questions 
below, or invents their own: 


e “What am I supposed to be doing?” 
e “How do you break out of a rut?” 
e “Why is it so hard to try new things?” 


The question starts with 9 tokens on it. Once all the tokens have been removed, we’ll each go around 
and try to answer the question for ourselves, as best we can. We can choose whether or not to end 
the Chapter and read “Bodies In Motion,” below. 


Bodies In Motion 

Before the Chapter begins, write down the following Question on another index card: 
e “If we're not who we expected to be, who are we?” 

Anyone may put one of their tokens on this Question whenever they want. 


We are probably not going to fully answer this question during this Chapter. Instead, when the 
Chapter ends, everyone goes around and gives as much of an answer as they can, based on how 
many tokens the question has. 


Less Than 5 Tokens: Shrug, and say something self-deprecating. 

5-8 Tokens: Give a general answer, one that’s not really about anyone out here on the pond. 
9-12 Tokens: Answer compassionately, with someone else in mind. 

13 or more Tokens: Answer compassionately and confidently, and write the question and 
your answer down on your character sheet. Either way, the Bed & Breakfast gets a 9 Winter 


Scarf. 


Hold on to any leftover Tokens for Housekeeping. 
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Shelves 


The Stack Of Books 


Yazeba, being a witch of great astuteness and precision, had a full stock of all things that came and 
went into her study. No hanging bundle of herbs or deftly placed sigil appeared without her 
knowing. Despite all of this, Yazeba found herself staring down at a stack of books she had no 
knowledge of ever procuring—much less placing atop the very center of her desk. 


“And where have you come from?” Yazeba asked aloud with quiet curiosity, noting the absence of 
any titles or written descriptions. Plain books, all of varying widths and dyed fabric covers... but 
what did they contain inside? 


30 Once we fill these Nooks with Momentos, Unlock Mr. Boggs, and we can start filling the Nooks 
below: 


9 Unlock The Dabrowski Family. 
© Unlock Edmund Wakeman. 


9 Unlock Chapter 16: “The Longest Night Of The Year” 
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The Tool Shed 


Of all the magical wonders the B&B housed within its walls, less glamorous attachments could easily 
go ignored. Out beyond the well traversed hallways lied such very place—a tool shed. It was of 
average size and below average appearance, with a few of its wooden slates in the beginning stages 
of dry rot. Somehow, there was still enough charm to it for Gertrude to seek it out. 


Once she pried open the door, and the inevitable coughing fit subsided, Gertrude surveyed the dusty 
interior. The tool shed had been all but forgotten, but it was quiet, and quiet was exactly what the 
young witch needed most of all. 


90 Once we fill these Nooks with Momentos, Unlock Chapter 12 “Who Knows How A Garden Grows”, 
and we can start filling the Nooks below: 


9 Unlock Crookneck The Pumpkin Boy. 
9 Unlock Chapter 11: “The Breakfast Feast” 


9 Unlock Chapter 56: “Snow Day” 


Extra Tracks 


Once this track fills up with leftovers, unlock T.H.E.M. 
Once this track fills up with leftovers, the Bed & Breakfast gets a jacuzzi. Where does it go? 
Once this track fills up with leftovers, the Bed & Breakfast gets a greenhouse. Who takes care of it? 


Once this track fills up with leftovers, the Bed & Breakfast grows a new room. Erase the track and 
tell everyone what the room’s intended purpose is. How did this room emerge? 


Once this track fills up with leftovers, the Bed & Breakfast gets a new coat of paint. Erase the track 
and tell everyone what color it is now. Does Yazeba approve? 
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Locked Materials 


Mr. Boggs. A businessman cursed with a soggy disposition who uses he/him pronouns 
Crookneck The Pumpkin Boy. A silent scarecrow ona stick who uses he/him pronouns. 


The Dabrowski Family. An exhausted young wizard-in-training who uses she/her pronouns, and 
her oblivious dad (who uses he/him) 


Edmund Wakeman. A morose author of dreary fiction who uses he/him pronouns. 


T.H.E.M. A huge enormous fuzzy monster who uses they/them pronouns. 


Chapter 12: Who Knows How A Garden Grows? 
In which Amelie and Sal are forced to work together and plant a garden in Yazeba’s backyard. 


Chapter 11: The Breakfast Feast 
In which Parish and Hey Kid surprise the Bed & Breakfast with an early morning banquet. 


Chapter 16: The Longest Night of the Year 
In which Gertrude discovers what lurks in the halls of the Bed & Breakfast on the longest night of the 
year. 


Chapter 56: Snow Day 
In which Hey Kid reminds everyone how to have fun in the snow, and reflects on whether they’re 
getting too old. 
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& Mr. Boggs 


a businessman cursed with a soggy disposition who uses he/him pronouns 


Pick me if: We need someone with no sense of humor, everyone would benefit from a healthy dose 
of mundanity, someone’s gotta do the taxes 


Bingos: 
e Invest ina risky venture 
e Encourage entrepreneurial spirit 
e Loosen my tie and have some fun 
e Shelter someone with my umbrella. 
Whoopsies: 
e Explain the logistical complexities 
e Crunch the numbers 
e Undercut the competition 
e Rain on someone’s parade. 
Three Fun Facts About Me: 
e This is my first vacation from the old cubicle (let alone from the Big City) in fifteen years—I 


never got to wear a Hawaiian T-shirt before! 


e The small cloud of rain directly over my head is more of an awkward inconvenience than a 
real problem, and I’m still not sure where it came from. 
e refuse to tell anyone what’s in my briefcase. 
My Journey: 


Once my track is complete, my rain cloud will give way to a cheerful rainbow, I'll give the Bed & 
Breakfast my ° Mysterious Briefcase, and I'll go off to pursue a career that makes me feel happy—I 
won't come back, although I will occasionally send postcards. 
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& Crookneck the Pumpkin Boy 


a silent scarecrow on a stick who uses he/him pronouns 


Pick me if: Everyone’s outside, people are having fun, you want to play someone who doesr'’t talk 


Bingos: 
e Bounce up and down in place. 
e Point out something people missed. 
e Tella funny joke without saying a single word. 
e Scare off unwelcome assailants. 
Whoopsies: 
e Struggle to make yourself heard. 
e Bounce around ineffectually. 
e Scatter hay everywhere. 
e Get stuck. 
Three Fun Facts About Me: 


e Iwas once anormal scarecrow who watched over a big farm. Things were nice back 
then--simple and easy. I still miss that family. 


e@ One day while doing my job | frightened a powerful witch who had taken the form of a crow. 
She cursed me with the ultimate curse—self-awareness. 


e Jhop around the countryside, making friends and getting up to misadventures. 
My Journey: 


I have no journey! Any leftovers I have, I give away to other people. Whenever another guest leaves 
the Bed & Breakfast, I can give the Bed & Breakfast a spare ° Jack O’Lantern and leave with them, 
returning if they do. 
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& The Dabrowski Family (Lily and her dad, Bill) 


an exhausted young wizard-in-training who uses she/her pronouns, and her oblivious dad (who 
uses he/him) 


Pick us if: It’s a good chance for a father/daughter bonding activity, there’s a lot of chaos afoot, 
things aren’t too serious 


Bingos: 
e Lily proposes an idea based on a book she read 
e Lily comes up with a quick solution to a sticky problem 
e Lily indulges in her goofy side 
e Bill happens to do just the right thing 


Whoopsies: 


e Bill interpretes whatever is going on—no matter how magical—as something very 
mundane. 
Bill derails what’s going on to make it about him 
Bill bumbles into trouble and doesn’t even realize it 
Lily takes herself way, way too seriously 


Three Fun Facts About Lily: 


e I’ve been studying to apply for wizarding school since I was 9, and my dad’s been supportive 
even if he has no clue what I’m doing. 


e My dad doesn’t know magic is real, and thinks Yazeba’s Bed & Breakfast is a normal resort 
for eccentric folk, perfect for a family vacation before I go off to college. 


e love scrapbooking, using long words when short words would do, and (secretly) trashy 
vampire romance novels. My dad loves barbeque, football, and (secretly) overdramatic 
reality TV. 


Our Journey: 


At the end of each Chapter fill in an extra segment if my dad and J are closer to each other now. Once 
it fills up, we'll give the Bed & Breakfast a 9 Football, and leave the Bed & Breakfast. Once enough 
time has passed, unlock the Guest Magus Liliana Quicksilver Dabrowski if you can find her. 
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& Edmund Wakeman 


a morose author who uses he/him pronouns 


Pick me if: It is a dark and stormy night, the air is dripping with melancholy, or this could be 


inspiration for my next book. 


Bingos: 

e Drop ahelpful piece of trivia. 

e Choose common sense over misery. 

e Help someone find catharsis for their pain. 

e Heavea heavy sigh, and pitch in. 
Whoopsies: 

e Predict misfortune, disaster or despair. 

e Choose misery over common sense. 

e Romanticize someone’s suffering. 

e Fail a physical task with my soft scholar’s hands. 
Three Fun Facts About Me: 

e I’m arather well-known author of horror fiction and detective stories, including The 


Nightlight Anthology, The Door In The Hill, and the Maeven Bride series. I’m here ona 
writer’s retreat. 


e Jlost my fiance, Elaine, when we were still at university, and have been alone in this world 
for thirty years, faithful to her memory. 
e Idon’t drink anymore, but I do like to hold a snifter of something while I ruminate. 
My Journey: 


Ee ee ee 


When my clock fills up, I’ll write another book and the B&B gets some © Discarded Mail. My 
publisher will force me to go on an agonizingly extroverted book tour, but I can return to the Bed & 
Breakfast on any dark and stormy night. 


oo 


® T.H.E.M. (The Huge Enormous Monster) 


a huge enormous fuzzy monster who uses they/them pronouns 


Pick me if: Everyone is outside, there’s plenty of food to eat, you don’t want to talk a lot. 


Bingos: 
e Smash through a door, wall, or other obstacle. 
e Give someone a really good hug. 
e Pick someone up and put them on my head. 
e Strike fear in the hearts of those who mean my friends harm. 
Whoopsies: 
e@ Smash through a ceiling, wall, or other structural feature. 
e Pick something up and throw it to the horizon line. 
e Roar so loudly that the ground shakes. 
e Loom. 
Three Fun Facts About Me: 


e I’ve been stomping around Earth for as long as I can remember, since humans lived in caves 
and hunted dinosaurs. 


e [took a big nap a while ago and was only woken up when a construction company thought I 
was a hill and tried to turn me into a highway. 


e After smashing apart a couple dump trucks for fun, I found my way to Yazeba’s Bed & 
Breakfast, where I’m slowly eating Parish’s entire pantry. 


My Journey: 


es es 


The first time you fill this Track, erase it and draw a house big enough for me ona separate piece of 
paper. Every time the Track fills up afterwards, add another feature. Once the house is complete to 
your liking, I’ll give the Bed & Breakfast a ° Big Tooth, move out of the Bed & Breakfast, and go live in 
the house I’ve built. I’ll never return. 
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@ Chapter 12: Who Knows How A Garden Grows? 


With Amelie, Sal, and anyone with a green thumb. 
Guest Starring: The Rabbits In The Garden Who Wear Little Outfits 


In which Amelie and Sal are forced to work together and plant a garden in Yazeba’s backyard. 


Amelie and Sal had both worked at the Bed & Breakfast long enough to know when Yazeba had 
gotten into one of her moods. The first warning sign was always Yazeba’s even further withdrawal 
from the daily goings-on of the Bed & Breakfast. The second warning sign was always mysterious 
packages containing books written in a variety of natural and unnatural languages being placed in 
the mailbox. And the third warning sign was always Yazeba’s cheerfulness. 


A happy witch is far more dangerous than a grumpy witch. 


And so, when Yazeba came whistling downstairs for the first time in weeks with a stack of books 
under one arm all titled such things like Barnabie Duke’s Officious Guide To Horticultural Production, 
Amelie and Sal knew exactly what was going on. She tossed her tomes onto the kitchen table, nearly 
spilling Sal’s coffee. 


“Well, my dear staff, I’ve been thinking about the backyard,” Yazeba said with an artificial grin, “And I 
believe the garden requires some upkeep, and I figured one of you could take care of it for me.” 


“Respectfully Miss Yazeba, I know exactly what to do.” Amelie whirred over, putting aside their 
broom for a moment. 


In that same instant, Sal spoke up while leaning back in his chair. “Don’t worry ma’am, I can handle 
it.” 

Amelie paused. Sal paused. Yazeba rolled her eyes. “Oh, so who should I choose then?” 

Sal stood up with indignation. “Yazeba, I’m a creative. An artiste. Give me a plot of land and I'll make 


the most beautiful garden you’ve ever seen. Look, very respectfully to Mx. Tin Can over here,” He 
nodded to Amelie, “But you need someone with a vision, and that’s me.” 


Amelie beeped. “TIN CAN?! Miss Yazeba, this gentleman can’t be bothered to throw out yesterday’s 
sandwich, you expect him to maintain your garden?” Sal stammered, but Amelie cut him off. “I just 
downloaded 50 megabytes of the latest cutting edge botanical organization software. I can make 
sure your garden is perfect.” 


“Very well, both of you can take care of this.” Yazeba said. 


“No. Wait, yes. No!” Sal and Amelie both spoke at the same time, glaring at each other across the 
coffee table. 
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Yazeba grinned. “You have to learn to work together sooner or later, so why not now? Wrangle some 
volunteers, and put the rabbits to work. You have a garden to grow.” 


Frantic Mood 


Before this Chapter starts, we'll put a big pile of Chaos Coins where everyone can reach them. 
Whenever anyone wants to tick a track, they’l] consult their Chaos Coins: 


e Ifthey don’t have any Chaos Coins, they succeed right away, and take a Chaos Coin. 

e Ifthey do have Chaos Coins, they flip all of them at once, and if a// the coins come up heads, 
they succeed! Otherwise, they don’t tick the track and must do a Whoopsie about it. Either 
way, they take another Chaos Coin. 


Anyone can cash in five Chaos Coins to tick a track right away. 


When any of us does a Bingo, they may give away all their Chaos Coins to someone else, making the 
whole mess their problem. (That person shouldn’t then turn around and return the coins with a new 
Bingo—no tag backs!) 

The Dirty Work 


The Veggie Tracks: 


a a Co 
a a 


The Flower Tracks: 


es a Co 
a C2 Co 
es ee 
es 
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Whenever a Veggie Track fills up, whoever checked it off last gets an “X”. Whenever a Flower Track 
fills up, whoever checked it off last gets an “O”. Take a tiny scrap of paper and draw the symbol on it. 
They may give these Xs and Os to whoever they please, but Amelie and Sal would like them most of 
all. 


During this chapter, everyone has access to the following additional Bingos: 


e Bring someone else a snack. 
e Remind someone to put on sunscreen. 


..and the following additional Whoopsies: 


e Spill dirt or fertilizer everywhere. 
e Step ona plant. 


Garden Planning 


Sal and Amelie are both trying to finagle the design of the garden. Amelie is attempting to arrange 
the garden in neat rows, alternating between Xs and Os. Sal is trying to play Tic Tac Toe with 
himself. Once the garden is completely filled up, the chapter ends. Amelie and Sal decide together 
how it ends, everyone drinks some lemonade, and the Bed & Breakfast gets a ° Dandelion Bouquet. 
Hold onto any leftover Chaos Coins, and leftover unplaced Xs and Os, for Housekeeping. 


Tasty Little Snacks 


The Rabbits in the Garden Who Wear Little Outfits are normally a helpful warren, but all the seeds 
and veggies and snacks flying around has them feeling a bit mischievous. The Rabbits In The Garden 
Who Wear Little Outfits may consult their Chaos Coins in order to steal an X or O from another 
player. If they succeed, they may hold onto it and consume it, ticking a Track on their Journey. 


The Rabbits In The Garden Who Wear Little Outfits may also be persuaded to be helpful. They just 
simply don’t have to be helpful. 
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@ Chapter 11: The Breakfast Feast 


With Parish, Hey Kid, and any early risers. 


In which Parish and Hey Kid surprise the Bed & Breakfast with an early morning banquet. 


It’s been a long week at the Bed & Breakfast, Parish thought to himself as he dragged himself out of 
his shoebox bed. He hadn’t seen Yazeba around, but the little frog knew her moods well enough to 
tell that she’d been working day and night, lately... presumably on important witch-type business 
that was beyond his comprehension or, really, his interest. But when the witch’s mood suffered, so 
too did the rest of the house. 


Parish groaned at the gloomy damp that clung to the windows as he hopped downstairs to the 
kitchen. The first rays of dawn cascaded through the kitchen like maple syrup as he donned his 
apron, illuminating a child asleep at the kitchen table. 


Hey Kid was curled up in the big chair, drooling onto a sprawling patchwork of scrap paper, 
surrounded by countless hand-drawn crayon comic panels featuring, mostly, superheroes fighting 
elaborately-designed monsters. Parish lingered over one panel, a super-knight with a sword and 
shield, and smiled to himself. 


He was as quiet as a very small cook could be when preparing breakfast, but it was the sound of the 
faucet running that eventually woke Hey Kid up. 


“Guhmorning...” Hey Kid croaked, pulling themself upright and pawing at the drawing stuck to their 
face. “Whatcha making?” 


“Not sure yet. Probably something simple.” Parish sounded tired. “No sense in pouring your heart 
and soul into something on a day like today, when everyone will just steal it away to their rooms and 
sulk.” 


Hey Kid wiped sand from their eyes, and pondered their own grumbling tummy. “Well I think you 
should make it a big breakfast. With the works! Everyone’s been so cranky lately, maybe they all 
need a pick-me-up.” 


Parish paused in his preparation, considering his own stomach. Maybe a huge brunch could help. 
“You might be on to something, Kid... but there’s hardly enough time with just one chef...” 


Hey Kid practically leaped into the air. “I can help! I can help! And I bet there’s some people just 
waking up who could help too! Let’s do it, come on, Parish, let’s make a feast!” 


Parish picked up a wooden spoon and waved it in the air like a broadsword. “A feast for the ages, 
then!” 
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Relaxed Mood 


Before this Chapter starts, we'll put a big pile of tokens where everyone can reach them. During the 
Chapter, whenever anyone does a Whoopsie, they’!I take a token. Before anyone can do one of their 
Bingos, they must first return a token to the table. 


Counter Space 


At the start of the chapter, everyone writes a breakfast Foodstuff of some kind onto an index card, 
along with a difficult number equal to its complexity: 


e 2. This is a really simple meal, like oatmeal or toast. 

e 3. This is sort of simple, like scrambled eggs, home fries, or waffles. 

e 4.This is pretty easy to make but takes a moment to get right, like pancakes or bacon. 

e 5. This is getting tricky and involves a few different steps, like scones or huevos rancheros. 

e 6.This has a ton of different moving parts and will take lots of time to nail, like croissants or 
souffle pancakes. 


Whenever someone does a Bingo, they can put the token they spent onto a Foodstuff card. Once a 
Foodstuff card has its difficulty in tokens on it, the recipe is complete. Set it aside to let it cool a little 
bit, and tick up the Grand Brunch Track. 


Additionally, everyone (besides Parish) has the following Bingos: 


e Diligently make the recipe work. 
e Improvise, and invent something tasty. 


The Cast Iron King 


Parish is the undisputed monarch of the kitchen, and no one dares trifle in his domain. At any time 
he may: 


e Flip open a recipe book and find something new. Add a new Foodstuff (and its difficulty) to 
an index card. 

e Realize a recipe isn’t working out properly. Remove the Index Card, and everyone gets a 
token. 


He also has the following additional Whoopsies: 


e Take over for someone else, and only make it worse. 
e Crowd all the kitchen space. 
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A Quick Snack 


It’s common practice among anyone in a kitchen to sneak a morsel away from time to time. While a 
talented chef will know to only take what isn’t essential, someone who doesn’t know their way 
around to grab something important. At any time, anyone (besides Parish) can steal a nibble, along 
with a token from a Foodstuff card. If someone spots them stealing, they have to put it back. 


The Grand Brunch Track 


a ae a ey a ee ee | 


Once the Grand Brunch Track has filled all the way up, then the feast is ready. Everyone piles their 
plates up with food and sits down for a delicious meal. Parish decides when the Chapter ends, and 
the Bed & Breakfast gets a © Stack of Pancakes. Hold onto any unused tokens for Housekeeping. 
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@ Chapter 16: The Longest Night of the Year 


With Gertrude and anyone who can't sleep. 


In which Gertrude discovers what lurks in the halls of the Bed & Breakfast on the longest night 
of the year. 


Gertrude couldn’t sleep. Again. She stared up at the darkness of her room, awake. She was very 
thankful for the tiny radiator in the corner doing its absolute best to keep her as toasty warm as it 
could, but no matter how high she turned it up or how many blankets she wrapped around herself, 
she couldn’t shake the cold. It was the sort of cold that wormed its way through your bedding and 
into your bones, and despite all her efforts, she couldn’t shake it. 


Curlunk. The piping of the radiator shifted, and the sound almost made Gertrude scream. Another 
hour passed, and Gertrude spent it with her eyes screwed shut. The longer she lay in the darkness, 
the more her mind began to mess with her, in that barely lit shadowy way. An errant laundry 
hamper shifted into a drooling monster, a tall shelf became a hulking murderer. She pressed her 
head against her pile of pillows, and tried to fall asleep. 


Gertrude couldn’t sleep. No matter what she did. She knew there were a hundred ways it could be 
better. Maybe if it wasn’t so quiet in her room. Maybe if the window didn’t glow blue with the 
moonlight. Maybe if the old house would stop creaking. Maybe if she wasn’t so so horribly alone. 
Maybe if... 


Gertrude pulled herself out of bed and grabbed a flashlight. Surely I’m not the only person that can’t 
sleep tonight. She thought to herself as she pushed her door open. The light cast impossibly long 
shadows along the wallpaper, and as Gertrude tiptoed into the hall she could feel an icy chill cling to 
the back of her pajamas. 


What Gertrude didn’t realize is that, while a few of her friends would be awake in these dark and 
treacherous hours, it was not a safe night to wander the halls of a magical Bed & Breakfast. Perhaps 
if Gertrude knew what sort of creatures would emerge from their hidden caves and secret nooks to 
dance beneath the light of the pale winter moon, she would've found it wise to stay buried under 
her blankets and wait until the sun finally rose. 


One could only hope. 


Eerie Mood 


Before this Chapter starts, we'll shuffle a deck of cards and put it where everyone can reach them. 
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Whenever any of us does a Bingo or a Whoopsie, they'll flip cards from the top of the deck until they 
reveal an Omen Card (a Jack, Queen, King, or Ace), then consult the rest of the Chapter to find out 
what happens next. 


In The Quiet of the Night 


Whenever you reveal an Omen Card from the deck of the Diamonds, Clubs or Spades suit, put both 
that card and all the cards revealed under it into the Night Danse pile. Then, one of the following 
happens: 


e Jack of Diamonds: A window creaks, and it startles you. How do you react? 
e Queen of Diamonds: A radiator clunks, and it startles you. How do you react? 


e King of Diamonds: Your light goes out. How do you react? The next time you draw from the 
deck, don’t look at the cards, and have all the other players tell you when you reach a Magic 
Card. 


e Jack of Clubs: It’s too quiet, and your thoughts are racing. Tell everyone what you're 
worried about. If you don’t want to, instead add 3 Index Cards to the Night Danse pile. 


@ Queen of Clubs: It’s too quiet, and your thoughts are racing. Tell everyone what’s keeping 
you awake tonight. If you don’t want to, instead add 3 Index Cards to the Night Danse pile. 


e King of Clubs: It’s too quiet, and your thoughts are racing. Write down an insecurity of your 
character’s on an Index Card, and shuffle it into the deck. When it’s revealed, that player 
reads aloud your insecurity. Explain how they discovered it. 


e Jack of Spades: You realize something upsetting, in the darkness and the cold. Ask another 
player what their character is keeping secret from everyone. 


@ Queen of Spades: You realize something painful, in the darkness and the cold. Ask another 
player why their character doesn’t like you as much as you thought. 


e King of Spades: You realize something grim, in the darkness and the cold. Ask another 
player what in their character’s life is going to come to a conclusion soon. 


Lonely Travelers 


Those scattered folks who are awake in the Bed & Breakfast are wandering right now, hoping 
desperately to run into each other, feeling that particular late night feeling when you hope you're 
not the only one awake. At the start, everyone except Gertrude picks one of the Hearts cards. All of 
the Face Cards should be picked, but if there’s more than 5 players, feel free to pick more. Those are 
all Omen Cards (even if they’re not one of the traditional Omen Cards). Whenever one of them is 
flipped, that means that character ran into and found Gertrude, and they’re now traveling together. 
Don’t put that card, or any other non-Omen Cards flipped over, into the Night Danse pile. 
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The Night Danse 


The Ace cards are a sign that whoever drew them has stumbled upon the terrifying Night Danse, a 
parade of shadowy creatures that live behind the wallpaper. Count the number of cards that have 
built up in the Night Danse pile. This is how intense the Night Danse will be. Going around, each 
player does one of the actions below. Each time they do, remove two cards from the pile. Once 
you've emptied the pile, shuffle all the cards that were in the Night Danse pile back into the deck. 


If your character is in the scene, you can choose: 


e DoaWhoopsie, to no effect. 
e Doa Bingo, to no effect. 


If your character isn’t in the scene, you can choose: 


e Describe the shadows on the walls, cackling and dancing. 

e Describe the light in the window, turning and capering. 

e Describe the banging of the radiator. 

e Describe the creaking of the house. 

e Describe the scrabbling of claws. 

e Describe one of the horrible creatures that dances in the Night Danse (less is more!) 

When the final Ace is found, the Night Danse reaches a fever pitch, and everyone must describe how 
they get to safety. The chapter ends when Gertrude manages to fall asleep, and the Bed & Breakfast 
gets a Flashlight. Hold onto any leftover Omen Cards for Housekeeping. 
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4 Chapter 56: Snow Day 


With Hey Kid and anyone with warm winter clothes. 


In which Hey Kid reminds everyone how to have fun in the snow, and reflects on whether 
they're getting too old. 


Snow is a crafty creature. You fall asleep to the first specks falling from the sky, and in the morning 
the whole world has become an empire of perfect fluffy whiteness. Hey Kid pressed their hands 
against their window, hot breath crystalizing against the glass. The fields and forests surrounding 
the Bed & Breakfast looked like a massive wooly blanket, lit by the diffused sunlight filtering 
through an all-encompassing gray sky. Hey Kid’s eyes lit up and—still in their footie 
pajamas—scrambled out of their room and down the stairs. 


“Snow day snow day snow day!” Hey Kid screamed as they hurtled down the stairs. Guests creaked 
open their doors to see the little blue devil sliding down the banisters before landing victoriously 
right in front of Sal and Parish in the foyer. “SNOW! DAY!” 


Parish nearly spilled his coffee all over his winter coat. “Hey, wha? Huh? Oh yeah, we're getting 
ready to shovel the driveway.” Sal nodded, and adjusted his snow pants. 


“Shovel the driveway? That’s it?” Hey Kid crossed their arms. “You’re gonna mess up perfect 
sledding weather? You’re not gonna make a single snowman or bean someone with a snowball?” 


“Kid, aren’t you getting a little old for snowballs?” Parish rolled his eyes and grabbed one of the 
shovels. 


Hey Kid froze in place, their boots in their hands. A thousand thoughts rushed through their mind. 
Maybe I am getting too old for this? Is that what becoming old is? Am I just a little annoying kid? Does 
Parish hate me? What's wrong with me? Why am I so fragile about this? What is wrong with me— 


Sal spotted the tears welling up in the corner of Hey Kid’s eyes, and knelt down. “Hey, hey hey. Don’t 
listen to Parish, okay? He’s just grumpy because he hasn't had his morning coffee.” 


Hey Kid sniffled and smiled. “Thanks Sal-sal.” 


Sal clapped Hey Kid on the back. “Here’s what you're going to do. Get everyone’s attention, get all 
bundled up—” Hey Kid made a face, and Sal gave them a look. “—and then we're gonna have the 
best snow day of our lives. Okay kid?” 


“Let’s do it!” 
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Pensive Mood 


Before this Chapter starts, we'll read through it and select Questions to write down on index cards, 
then place a number of tokens on each of those Questions. 


These questions need to be picked away at. Whenever any of us does a Bingo or a Whoopsie, they’ll 
collect a token from one of the Questions, keeping it if they did a Bingo or giving it to someone who 
can learn from their mistake if they did a Whoopsie. 


Wintertime Activities 


At the start of the chapter, everyone describes their winter outfits and how many layers they’re 
wearing. Then take a pile of index cards and scatter them out across the table, each with three 
tokens on it. Write each of the activities below onto a different index card. 


Snowball Fight 
Snowman Creation 
Snowfort Architecture 
Sledding 

Ice Skating 

Icicle Licking 

Winter Exploring 

Hot Cocoa Drinking 
General Snow Stomping 


At any point, anyone can take an extra index card and declare it a new activity. 


Anyone can do Whoopsies or Bingos to move tokens off of an activity. Once an activity is out of 
Tokens, that doesn’t mean you have to stop—just that you’ve learned all you can from it. Once an 


activity runs out of tokens, tick the Sundown Track. 


The Sundown Track 


Winter Fun 
During this Chapter, everyone has the following additional Bingos: 


e Help someone out of the snow. 
e Take in the beautiful winter landscape. 


And the following additional Whoopsies: 


e Bonk someone in the face with a snowball. 
e Get snow all inside your clothes. 
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Space To Reflect 


A snow day is a respite from the rhythm of life, a time when people can stop and reflect on what 
their daily existence means to them and think about whether it’s really working out. Everyone but 
Hey Kid chooses one of the questions below, or invents their own: 


“How can I spend more time doing the things I love?“ 
“How can I make more room for fun in my life?“ 

“How do I get back in touch with my inner child?“ 

“How do I treat my friends better than I currently do?“ 
“How can I remind myself to be more forgiving to myself?“ 
“Why do I spend so much time worrying?“ 


At the end of the chapter, go around and answer your question based on how many tokens you have 
on it. 


Fewer than 3 tokens: Shrug, and move on with your life. 

3-6 tokens: Give a short (one sentence) answer, and don’t worry if you're actually right. 

7+ tokens: Ask someone else for their thoughts, and take a moment to figure out an answer 
that feels right. The Bed & Breakfast gets a 0 Winter Scarf, or © Festive Mug. 


Sensitive Child 


Hey Kid struggles with a lot of things, and despite their best attempts, the world feels very very 
difficult and they have a lot of questions. Hey Kid starts with a piece of paper with every question 
from the “Space To Reflect” section written on it. 


Every time they hear or think of a question, they write it down on the paper. Whenever they get a 
Token, they can put it on the Sundown Track in order to cross off one of their questions. At the end 
of the chapter, they’ll attempt to answer every question left not crossed off. 


e Ifthere are no questions left unanswered... Hey Kid goes to bed that night warm and 
happy. The B&B gets a © Knit Cap. 

e Ifthere are some questions left unanswered... Hey Kid struggles to sleep that night, 
worrying about the answers. 

e If Hey Kid cannot answer a single question... Hey Kid has an anxious meltdown in the 
middle of the snow. Consult the Grownup Rules. 
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Want More Bed & Breakfast? 


Yazeba’s Bed & Breakfast comes to Kickstarter MARCH 2022! 
The full game comes with: 


e Hardcover and Paperback editions! 
e 48 chapters for new experiences! 
e Countless unlockable puzzles and surprises! 
e Two more residents: Yazeba and the Moon Prince! 
e 50 possible guests to unlock, including (but not limited to): 


Thieving cat! 
Adorable cerberus! 
Headless biker! 

The Stag Of The Great Hunt! 
The angel of death! 

A Rock!! 


Check out Yazeba’s Bed & Breakfast on Kickstarter, March 2022!! 
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